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OFFICIAL 


2 THE BEST XBOX NEWS AND 


PLAYABLE 
DÐ NEWS, PREVIEWS & REVIEWS BEFORE ANYONE ELSE 


WHAT'S IN IT FOR YOU 


3» THE Official Australian Xbox Magazine is written by 
a group of experienced gamers who've spent their 
lives playing games. We believe that games are the 
most exciting form of entertainment there is. This 
magazine will reflect that at all times. 


3» WE BELIEVE THAT the arrival of Xbox represents the 
one of the most important developments in video 
games. Xbox will not ‘kill’ the PS2 or Gamecube - and 
as gamers we wouldn't want it to. However, the power 
and technological innovation offered by Microsoft's 
new machine will result in better games and more 
choice for Xbox owners. 

X» BEING THE Official Australian Xbox Magazine 
means that we are in the best position to give 
impartial, honest review scores. We don't do any deals 
to get access to finished games. As a result, we're in 
the best possible position to give you what you 
deserve - balanced, objective and accurate reviews on 
which to base your buying decisions. 

3» MICROSOFT HAS no access to, or influence over, 
the Official Australian Xbox Magazine. The company's 
involvement ends once it has made available to us 
materials we need for the magazine, and it will only 
read our reviews when you do. 

3» HOWEVER, BECAUSE we are the official magazine, 
we have unprecedented access to the newest Xbox 
games in development and the people making them. 
Our coverage of forthcoming titles will take you closer 
than ever before to the most exciting new games. We 
will talk to the developers and publish the best new 
screenshots before anyone else. 


3» OUR OFFICIAL STATUS allows us to get closer to 
every Xbox story, rooting out the truth from the 
rumours and speculation. Because we can go directly 
to the people involved, you can be assured that every 
story in the magazine will be accurate and truthful. 


3» THE OFFICIAL AUSTRALIAN XBOX MAGAZINE is part 
of the Future Network, which produces official Xbox 
magazines for the United States, France and Italy, and 
other licensees around the world. This means we have 
a huge network of games journalists across the globe, 
ready to visit games developers wherever they are and 
report exclusively for the Official Xbox Magazine 


Australian Xbox Magazine are one of our most 
important assets. While it's our job to provide you with 
the demos, news, previews and reviews you need, we 
want to be a place where your opinions and expertise 
can be shared with the new Xbox community. 
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ES, INDEED IT IS QUITE BIG. Mind you, I'm not thinking of the 
physical size of the console. Compared to every other games 
machine in history, there hasn't been a system birth with as 
much preparation, money, hype, and software thrown into it as 
the Xbox. It's going to be huge. Heck, we even put this magazine 
together just in time for the launch. It's therefore my pleasure to 
welcome you to the first issue of the Official Australian Xbox Magazine. Many of 
you already own Nintendos, PlayStations, PCs; but don't worry, that's not 
something we're going to hold against you. In fact, we rather prefer it that way. 

For the last five years, the industry has moved from strength to strength, yet 
at the same time, we've watched companies wrangle over their corporate image, 
lose sight of their core audience, squander bold new opportunities; and for what? 
That's why the Xbox is about more than just Microsoft - it's about games. It's 
about having the best games brought together on the world's most powerful 
platform, where every developer's wild and fanciful ideas can become a reality. 

Too good to be true? Give Halo a few hours, and you too will become a 
believer. It's the first game to make console and PC gamers alike agree that no 
other game has ever offered such a combination of high production values and 
technical execution. This issue, we'll also be looking at Dead Or Alive 3, Project 
Gotham Racing, Munch's Oddysee; and a rather understated killer app that 
Microsoft snuck in at the last moment, Rallisport Challenge. 

There are a lot more games than that, though. So many, in fact, that (and 
it's with some embarrassment that we admit this) there was no way we could 
adequately cover every launch title in this issue. That's why we could only 
focus on half of them for this first issue, and then cover the rest in next 
month's issue. For now, however, we hope that our brief impressions on page 
28 will give you enough of an idea of what's in store for you. 

Also, don't forget about your free demo DVD, attached to the front cover. 
You'll get one every month, exclusively, from us. It's only with the Official 
Australian Xbox Magazine that you'll be able to keep up with this new 
generation in gaming. Enjoy this first issue! 


KEVIN CHEUNG 
EDITOR, OFFICIAL AUSTRALIAN XBOX MAGAZINE 
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RICH AND 
STRANGE 
WHEN THE japanese 
press complained that 
the Xbox controller was 
too big to be properly 
comfortable, Microsoft 
released the above 
picture of company 
boss Bill Gates doing a 
size comparison with a 
hamburger. Bizarrely, 
the photo was made 
into a paper tablemat 
and handed out at the 
cafeterias at last year’s 
Tokyo Game Show. 
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NEWS & PREVIEWS 
start on page 018 


REVIEWS 
go to page 046 


GAME DISC 
details on page 096 


This is no place for subtlety, no place for pity. This is a place where aliens want to turn humans into a bad memory. 
A place where strategy matters indoors and out, where your weapons and vehicles are both human and alien. 
This is a place for carnage. This is HALO™. 


XBOX” 


xbox.com.au 


©2002 Microsoft Corporation. All rights reserved. Microsoft, XBOX, Halo, and the XBOX logo are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries. Other 
products and company names mentioned herein may be trademarks of their respective owners. McCANN XBOX32/HALO/A 
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SNOWBOARDING // 078 


HALO 
The definitive review of the definitive new 


3 7 
generation video game. Ten pages of it! Ag io 
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ODDWORLD: MUNCH S ODDYSEE 


An exploration of the bizarre alien land of t 


Oddworld and its talkative inhabitants 


JET SET RADIO FUTURE 5 — INSIDE XBOX 


First review of the Sega's amazing new o - = An exploration of the inner gubbins and 
futuristic rollerblading title - 2 oojahs that make Xbox so damn good 
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EVERYTHING RIPPED APART IN A NEW YORK MINUTE... MAX PAYNE IS A MAN WITH NOTHING wit 
TO LOSE IN THE VIOLENT, COLD URBAN NIGHT. A FUGITIVE UNDERCOVER COP FRAMED 
FOR MURDER, AND NOW HUNTED BY COPS AND THE MOB. MAX IS A MAN WITH HIS BACK AGAINST 
THE WALL, FIGHTING A BATTLE HE CANNOT HOPE TO WIN. PREPARE FOR A NEW perm 
OF DEEP ACTION GAME. PREPARE FOR PAIN... 
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"THE MOST INVOLVING, INNOVATIVE 
ACTION G : ! 

YEARS. DEFIANTLY ORIGINAL, SOAKED 
IN STYLE, FIENDISHLY WELLWRITTEN, 

AND SPORTING ONE SEQUENCE OF 
JAW-DROPPING ACTION AFTER 

ANOTHER...THE ACTUAL GAMEPLAY 

IS FLAT-OUT up , 

— PC GAMER 


GREATEST GAME OF 
THE XBOX. TREATMENT 


Erterisinment, Ltd. and 3D Realms Entertainment Remedy & the Remedy logo are trademarks of Remedy Entertainment, Hd 3D Realms Entertainment & the 3D Realms logo are registered trademarks of Apogee Software. Ltd. Rockstar G: 
Software, Inc. Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the US and/or in other countries. Godgames and the Godgames logo are trademarks of Gathering of Developets. inc. All other. 
owners. © 2001 Gathering of Developers, Inc. All Rights Reserved. ( Quotes from PC Gamer's May 2001 exclusive preview.) 


Sleek and powerful. The HEES has 4 game controller 

ports that allow easy multiplayer gaming and enable 
other peripherals ranging from game pads to voice activated headsets. 
The console features an Intel 733MHz processor, the 
of any console, as well as an internal hard drive for massive storage of game 
information - a first in the console gaming industry. m 
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BANKSTOWN MACQUARIE CENTRE NORTH PARRAMATTA 

The Christies Homemaker Centre, Macquarie Centre, Cnr James Ruse Dr and Windsor Road 
Corner of Chapel and New Loft Level, Waterloo Road, Phone (02) 9890 5548 

Canterbury Roads North Ryde PENRITH 

Phone (02) 9793 9677 Phone (02) 9878 6422 Corner Mulgoa Road and Batt Street 


CHATSWOOD MOORE PARK Phone (02) 4721 1544 
2 Endeavour Street Moore Park Supa Centa, Top Floor, WARRINGAH MALL 
(Corner Orchard and Corner South Dowling Street and Warringah Mall Shopping Centre, 
Endeavour Streets) Todman Avenue Pittwater Road, Brookvale 
Phone (02) 9413 2806 Phone (02) 9697 0244 Phone (02) 9905 2088 
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JAMO X5 | 
LOUDSPEAKER PACK 


6 powerful bass reflex speakers handle 
100W each. Made in Denmark. A 2593 


SAVE $1108 FAST] 


PIONEER DOLBY DIGITAL RECEIVER PANASONIC 130cm TV oe 
Plug your XBOX into this for intense surround sound. The ultimate TV for XBOX! Flicker-free Digital Cinema 
DTS/Dolby Digital / Dolby Pro Logic decoder. Pumps 100W Reality. Smooth image transition. Deep sound from the 


: mus : j 
each through 5 speakers. 2-way four speaker system. This is being there! 


. $698 155394 
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1048-1054 Dandenong Road 138 Bell Street Store 3090, ^ Lm 


Phone (03) 9569 2644 Phone (03) 9416 7366 Westfield Shopping Centre, 
GEELONG NUNAWADING 1239 Nepean Highway, 


nux DICK SMITH 
312-314 Melbourne Road 311-315 Whitehorse Road ena 9584 0677 
(Princess Highway) Phone (03) 9894 0566 [s "C Ù IER 
Phone (03) 5277 3033 FOUNTAIN GATE CE 
HIGHPOINT Shop 1083, Westfield Shopping HC us 

167 Rosamond Road, Maribyrnong Centre, Magid Drive 

Phone (03) 9317 0311 Phone (03) 9705 6298 4120P 
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GEOFF CRAMMOND'S ^ 


GRAND PRIX 4 


The last word in F1 racing comes to Xbox. 


WORDS: GAVIN OGDEN 


GAME INFORMATION 


GEOFF CRAMMOND'S Grand 
P] Prix series is considered by 

hardcore F1 fans to be the only 
representation of their beloved sport 
worth playing. Backing up that devoted 
fan base are sales of two million (for 
three previous PC games), meaning GP is 
a permanent fixture on the podium when 
the points for best F1 game are totted up. 
Grand Prix 4 is the series’ console debut. 

Backed by an official FIA Formula 
One licence, GP4 features all the official 
drivers, teams and tracks from the 2001 
season. A new game engine has been 
created to include car physics, realistic 
track layouts, motion-captured pit crews 
and, for the first time in the series, split- 
screen multiplayer options. 

In terms of depth, there really is 
nothing missing. And that's according to 
Mr Crammond himself, who must know 
his stuff. After all, there's only a handful 
of game creators who've earned the right 
to have their name above the title. 
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“The game will recreate the 2001 
Championship Season in all its detail,” 
said Crammond. “There are 17 tracks, 11 
teams and 22 drivers. For the first time, 
the tracks have been created using GPS 
data to ensure the accuracy of every 
bend, every camber and every run-off." 

Nick Thompson, software 
engineering manager, added: "GP4 has 
full debris collision damage and the cars 
themselves can suffer all manner of 
damage, including broken front and rear 
wings. There are also mechanical 
problems which the driver may 
experience such as suspension failure, 
punctures, engine problems, worn tires, 
and even running out of fuel." 

After a lengthy session with the game 
on its hardest level, we found that you 
need to know the tracks almost as well as 
the real drivers. The sense of speed and 
pace is frightening. Brake too late or 
oversteer on a corner and you're out. 

The amount of detail cramm(ond)ed 
into GP4 might seem too much for casual 
racing fans, but Crammond is adamant 
that all gamers can enjoy his game. 

"With all of the help options turned 
off, it's the nearest most of us will ever get 
to the physical and mental challenge of a 
real F1 drive. With all of the help options 
turned on, GP4 is an intense pick 
up and play experience." We'll e 
see if he's right in the summer. 


MAGAZINE 


A It isn't just darts commentators who can say "good Arrows". 


^» Highlighting the level of detail and accuracy in GP4, even the pit crew looks real. 


WORLD EXCLUSIVE FIRST LOOK GEOFF CRAMMOND'S GRAND PRIX 4 


INFO 
>> FIRST AIDS 
To play GP4 with all the 
assists turned off, you 
have to be one hell of a 
driver. Options can be 
changed, though, to suit 
your own skill 
standards."We've had 
all sorts of feedback \ 
over the years. It has \ \ 
meant the GP series \ \ \ beer \ \ 
evolving a mature set of sh OO Y og 
driver aids, meaning NOS 
that whatever your d TS f il y ni "— 
level of experience, you 
will get a satisfying 
drive out of GP4," said 
Crammond. "Apart 
from the obvious 
automatic gear 
changes, there's 
progressive steering 
help, brake assistance 
and an indestructible 
mode. Also, for the first 
time this year, we have 
the ‘real life’ driver aids 
of traction control and 
launch control." 


^ As well as recreating the cars in all their ground-hugging, brand-splattered glory, the tracks will be as authentic as humanly possible. 


^^ All these screens are work-in-progress shots. If they turn out this good... sheesh. ^ Realism? You want realism? Then put this in yer pit lane and twiddle with 


RESEARCH 


PHOTO DEVELOPERS 

must love MicroProse, 

thanks to the 
comprehensive research 
undertaken for GP4. "Thousands of 
photographs were taken at each of 
the circuits during race weekends 
as reference for creating the models 
and textures,” said manager Nick 
Thompson. "In-game lighting and 
reflections behave as they do in real 
life. Difficult, but rewarding.” 


LLY CALLED A GRAND PRIX WAS THE GRAND PRIX DE L'AUTOMOBILE CLUB DE FRANCE HELD AT LE MANS IN 1906. 


Check the lighting and shadows - uncannily accurate. ^ 


[3 OPENING ROUND: THE FIRST RACE TO BE OFI 
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CRASH BANDICOOT: 4 


O * CO RTEX ^ “What's mine is yours," said the little critter. Hope he's had his shots... 
SANIE OUR 


PLATFORM 


The manic marsupial is looking better than ever. 


IS THIS the end of the road for 


WORDS: GAVIN OGDEN first time, has real fur in-game, water is 
generated in real-time which reflects its 4 the classic platformer? Crash's 
GAME INFORMATION surroundings and we've also used per- producer thinks so. “The number 
pixel bump-mapping and real-time a of platform games has diminished while 
lighting to add extra detail to surfaces." borsi N developers switch to Resident Evil/ Metal 
Harder, better, faster, stronger - Gear clones or racing games,” said Jon 
Wrath of Cortex on Xbox improves over 5 Arden. More developers should stick with 
the existing game in every aspect. But s ] fun platform games as the public likes 
not content with turning the quality Classic Crash. Don't let it die! them. You can never have too many." 


knob up to 11, the Traveller's Tales à ` 
IT'S A SIGN of how far Xbox mob is adding all new features. vt . 3 » i 
has come in a short time that “We've built on the gameplay : 


one of the unofficial mascots fundamentals laid down in previous 
of video gaming has already transferred Crash games and put those in to larger 
over to the world's most powerful 3D environments," said producer 
video games machine. Arthur Parsons. "Add that to a host of 
Crash Bandicoot - orange critter, new vehicles, actions and characters, 
fruit picker and platform game and Wrath of Cortex stands out as 
traverser - is making his move as star being the best Crash title to date.” 
of The Wrath of Cortex, an enhanced Those vehicles include a glider, a 
version of the recently released PS2 mechanical mosquito, a submarine, a 
game - with one-fifth of that game's helipack and an atlasphere (a bit like 
painful loading times. It's not only the the ones in Fuzion Frenzy). 
speed of the game that's impressive. Arden is convinced that this is no 
"With the extra graphical power of mere rehash of a sequel: “The Wrath of ; 
Xbox we've been able to add certain Cortex is set to become the first game —— ae ae 
special effects that were just not of its type for the Xbox console 
possible on PlayStation 2,” said that offers gamers something c b 4 Will Crash be left out in the cold as action games take over? 
programmer Jon Arden. "Crash, for the completely different." 
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COCO TAKES 
CENTRE STAGE j 


THERE MIGHT not be 

any multiplayer in Wrath 

of Cortex but Crash's 
sister Coco is fully playable. 
She'll be on call to give Crash a 
helping hand throughout the 
game as well as having her own 
unique set of moves to master. B * i | | emm 

7 
The furry female previously me "m 
made an appearance in Crash Mert 
Bandicoot 3 on PSone. 
Coco might be colourful, but she's no clown. N Unique moves include the ability to walk on apples. 


BONUS 
INFO 


>> THE MASK IN HAND 
A signature feature of 
the Crash games is the 
presence of masks. But 
where before they 
helped Crash get 
through certain areas 
untouched (by giving 
him temporary 
invincibility), the evil Dr 
Neo Cortex has control 
of the face-hiders in this 
fourth game. Over the 
30 levels of Wrath of 
Cortex, it's Crash's main 
task to get them back. 
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N New abilities allow Crash to tip-toe over those pesky 
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TE EH» STORY 


ON MARCH 14 2002, video 
gaming in Australia enters a 
new era with the launch of the 
eagerly anticipated Xbox. 
Retailing at $649 for a console plus 
controller, with games coming in at 
around $99, Xbox is the most powerful 
video games console in the world. 

As is the case whenever a new 
console enters the market, doubters were 
keen to rubbish the chances of Xbox 
gaining a foothold in an industry 
dominated by Sony and Nintendo. 

This has been especially true with 
Xbox, thanks to the machine's creator 
Microsoft being seen as too focused on 
computer software applications to make 
an impact on the games market. 
However, American sales figures and 


, 
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INCOMING, 


LATEST NEWS FIRST SCREENSHOTS BRAND NEW GAMES 


, 


XBOX HAS 'BEST 
LAUNCH IN HISTORY' 


The games do the talking as the promise of Xbox finally becomes a reality 


game reviews suggest that the first steps 
taken by the fledgling Xbox are an 
unqualified triumph. 

Xbox went on sale in North America 
on November 15 last year and sold over 
1.5 million units by the end of the year. 
Gamers bought more than three games 
with every system, the highest ever game 
attach rate for a console launch. 

The console's specification is 
unmatched by any of its rivals, with 
gamers expecting new boundaries to be 
broken by the console's software. 

First-person shooter Halo has already 
sealed a place in history - read exactly 
how this was achieved on page 050. 
Games developers have also welcomed 
the relative ease of programming Xbox 
software in comparison to some existing 
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| d : 
machines. See the feature starting on ^* US launch with The Rock and Bill. 
page 030 for just one glowing report. 

Xbox is the only console that boasts 
broadband capability straight out of the ' 
box. Current broadband penetration in 
Australia is minimal, but plans to make 
broadband cheaper and more widely 
available will make online gaming a 
significant part of the future of Xbox. 

Microsoft aims to offer online gaming 
later this year, but the crop of quality titles 
due before then is nothing short of 
stunning. Xbox has already proved itself 
as a major player in the US, with Japan, 
Europe and Australia set to follow. 

Quality games make a console 
successful, not the company behind it. 
Xbox has the best launch game line-up of 
any console ever. Game on. 


H 


^. DOA3 shows off the power of Xbox. 


WORDS: STEVEN BAILEY 


IN HONG KONG, if we are to 
believe the insanity on the 
streets that is Wreckless, a 
policeman’s lot is that of pant- 
shreddingly aggressive driving with no 


VEXX 


N In Gotham, you'd get points for this. Here, it's the norm. 


WRECKLESS: THE 
YAKUZA MISSIONS 


Destruction of property with cars - by the good guys 


Classic 3D platform gaming 


WORDS: GAVIN OGDEN 


GAME INFORMATION 


CITING BENCHMARK 
platformers as major 


Ko 
yy influences on your game 
could be a wise move, or it 


could be setting it up for a fall. Because 
if Acclaim say that a game owes a debt 
to N64's Super Mario World and Banjo 
Kazooie, as they've done in the case of 
Vexx, they've got a lot to live up to. 

You control the small-but-rock-hard 
hero Vexx as he ventures across 18 
worlds to avenge the death of his 
grandfather. If you've played either of 
the aforementioned games or Jak and 
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We 


regard for the city's landmarks. But then, 


catching Yakuza gangsters is high priority. 


Wreckless looks beautiful, as you 
can see from the above screenshots. It's 
just as gorgeous in motion, mind you, 
and the attention to detail present in the 
demo we played is perhaps showcased 
best by the replays. 

During said re-runs of fearsomely 
destructive automobile carnage, the 
camera switches between a range of 


stunning styles, from night vision to CCTV 


to abstract pencil lines. 


N Cute and colourful - platform staples. 


N He's looking - wait for it - vexed. 


Daxter on PS2, then you'll instantly 
know right where Acclaim's coming 
from. Being the first expansive 3D 
cartoon platformer on Xbox may just be 
Vexx's biggest asset. 

Playing Vexx will come as second 
nature to people familiar with the 
formula. Explore huge 3D worlds 
collecting items in order to progress. 


DAMAGE METER 


F aw 


WAR? WHAT IS GOOD FOR? 


N When we say "giant dump truck", we mean it. 


$ 


This is shaping up as one of the 
most intense visual experiences to be 
had on Xbox, or any console for that 


matter. Think Driver meets Shenmue, and GUN VALKYRIE 
you're halfway to picturing the gorgeous, 
neon-baked streets of Wreckless. 

We played the first three missions, 
which contained an impressive amount 
of imagination - a highlight was trashing 
a giant dump truck in order to rescue a 023 
Feng Shui professor. e. ? ”fr NDS SSIS eme 

The dumpster spans the screen, and 
can only be damaged by throwing your THE ADVENTURE BEGINS 
vehicle onto it from above. This means 
making good use of the dirt mounds and 
other scenery in a construction site to get 
the necessary air. 

It's just one entertaining example of 024 
the irresponsible havoc that recess ũ SSS Sos 
promises. If this kind of invention runs 
throughout, then it should have the HARDWARE 
substance to match its good looks. 

Expect anarchy in Australia when this 
is released. Review and demo next issue. 

MCRAE & WOLFENSTEIN 
4 Please do not feed the fishies DIGGING THE DIRT 
LAUNCH GAME ROUND-UP 


N All the levels are expansive. 


The most interesting level we 
played was constructed of musical 
instruments that are activated when 
Vexx jumps on them. Leap on the 
drums and they begin playing. Bounce 
on the piano and it joins in. 

By the time you reach the top 
there's a full-on brass band playing in 
the background. There's potential here. 


$ 


with the Yakuza mafia as a cop or 


pulling off 20 tough, high-speed driving 


s through the chaotic streets of a 


anteractive, fully destructible city. 


Unleash real-time damage in one of 


10 vettiolet from port 


Ly 


IN THESE CUTTHROAT STREETS, DANGER HA‘ 
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Check out high-speed chases now at 


EM INCOMING 
COMMANDOS 2 


Take charge of elite WWII troops and obliterate Jerry 


If another 
developer can 
make Dead Or 
Alive 3 look as 
good as it does 
on Xbox on any 
other platform, | 
will give them all 
my money. 
Tomonobu Itagaki 


General Manager 
Team Ninja, maker of DOA3 


10 Really Bad Xbox Puns 


WHEN MICROSOFT confirmed Xbox 
as the name of its console, it left 
itself open to a barrage of bad puns. 
Here's our pick of the very worst. 


XCLUSIVE 


Waaaay too obvious 


XPOSED 


Soon to be over-exposed 


X MARKS THE SPOT 
Dig here, then bury this gag 


XTREME 


Radical to the max, dude 


XTRA 


s it not a kind of chewing gum? 


X-FILES 
The truth is... it's an awful pun 


X-RATED 


For mags higher up the shelves 


XCEPTIONAL 


Except it's not 


XCITING 


Fair trembles the knees 


XSTATIC 


Sounds like a nu-metal band 
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WORDS: JON ATTAWAY 


DEVELOPER: PYRO STUDIOS 
PUBLISHER: EIDOS INTERACTIVE 
RELEASE DATE: SPRING 2002 


2 
È 
P d on the PC, with the original 
game, its add-on and sequel 

shifting some three million copies 
between them. So it's good to see that 
the much admired Commandos 2 is set 
to infiltrate the world of Xbox. 

The game puts you in control of an 
elite team of commandos during World 
War Il. It's very much a strategic 
experience rather than all out action, and 
careful thought is needed to progress 
through the 12 beautifully drawn levels 
set in areas like Paris and Colditz. 

Switching control between 
different characters at any time is 


THE COMMANDOS series is 
something of a phenomenon 


NA perfect day for dogfightin'. 


encouraged, since using specialised 
skills is to your advantage. For 
example, Natasha, as the lovely lady 
on the team, can be used to get a 
guard's attention, letting another 
character slip by unnoticed. 

Gonzo Suarez of developer Pyro 
Studios told us what's new for Xbox. 
“We've totally redesigned the control 
system", he said. "Whereas on the PC the 
men were controlled via a point-and-click 
system, on Xbox the pad is used to 
control them directly.” 

It should bring you closer to the 
action, and will naturally make the 
gameplay more intuitive. 

Another new feature is the 
tutorial mode, which trains you before 
plonking you straight into a mission - 
it's an idea that should help ease you 
into the top-down isometric squad- 
based strategy. 

Commandos 2 should offer an 
engrossing alternative to the all out 
carnage of other military games. It's good 
that brain wins over brawn sometimes. 


DEADLY SKIES 


If God had meant man to fly, he'd have given him missiles 


WORDS: ED LOMAS 


DEVELOPER: KONAMI 
PUBLISHER: KONAMI 
RELEASE DATE: APRIL 2002 


% 


THE FIRST FLIGHT simulation 
on Xbox is only a few weeks 
away, and you don't need a 
degree in aeronautics to play 
it. Konami's Deadly Skies (featured in 


MAGAZINE 


our Launch Special under its original 
Japanese name AirForce Delta Storm) is 
an arcade-style flight sim that does away 
with the dials, controls and empty skies 
that characterise its PC counterparts. 

A near future storyline sees you 
piloting up to 40 different types of plane 
in numerous missions, single handedly 
tackling air, land and sea-based targets. 
Money earned in successful campaigns 
can be used to buy more jets, but be 


N You feel in charge when it's top-down. 


og 
N Lots of locations = varied gameplay. 


N Another $65m down the drain. 


^ Flight sim fun without the physics. 


warned - crash or get one of your planes 
shot down and it's gone forever, leaving 
you considerably worse off. 

So it's a kind of flight adventure 
game, and one that's clearly been 
designed with an Xbox controller in 
mind - a grand total of four buttons is all 
that's needed to fly and operate your jet. 
Our early playtest indicates that it could 
make the gameplay a bit too simple, but 
we'll let you know for sure next month. 
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lire 


Xbox info snippets from 
around the world. 


Only a few months in, and the 
plaudits are already building up. 
The Consumer Electronics 
Association (CEA) awarded Xbox 
the 2002 Innovation Award in the 


^* Zidane Generation - will it match the quality of the man himself? Electronic Gaming category at 


HAT TRICK OF TITLES 


Soccer wars kick off in earnest. Poor man... 


their International CES Show on 
January 8-11. The CEA is a leading 
industry body, and knows what 
it's talking about. 


World Cup on), while FIFA World Cup 
takes an early lead when it hits the 
shelves in April. 

Acclaim's Zidane Generation is 
currently penned in for a September 
launch. Above is an exclusive 
screenshot of Zidane Generation and on 
the right are two from ISS. 


SR THERE ARE THREE soccer 


"5 games coming to Xbox later 


Ex-SAS operative and Bravo Two 
Zero author Andy McNab is 
working with Rage on a series of 


this year, including the big 
two heavyweight football 
franchises - ISS and FIFA. 
Konami will unleash the latest 
version of its supreme /SS series on 
Xbox in summer (funny that, with the 


military-based action games for 


^. Will ISS's graphics beat FIFA? Xbox, with the first title due for 


NA unique look unlike any other Xbox game. 


GUN VALKYRIE 


Wanted: Pest control. Must have own monstrous gun 


DEVELOPER: SMILEBIT 
PUBLISHER: SEGA 
WEBSITE: WWW.SMILEBIT.COM 


9, YOU KNOW HOW it is - 19th 
century scientist loses control 
- of genetic technological 
breakthroughs; heavily 
armoured police force required to rid 


world of biological atrocities. The 
intriguing Gun Valkyrie, set up by that 
story, is an ambitious and very different 
first wave Xbox game. 

The control system is unusual. The 
left thumb stick controls your character 
movement in the richly coloured, techno- 
Victorian world, while the right stick lets 
you aim your gun. 

Then there's the rocket booster pack 
that's part of the heroine's battle suit. 
Using this, it's possible to glide, jet and 


Anyone thinking of Space Harrier? 


flip through the air, performing barrel rolls 
that allow you to stage your own assault 
from the skies. 

The only problem with these lively 
acrobatics is that the left analogue stick 
has to be pushed down Your thumb could 
ache, and may need kissing better. 

Over the two levels we played, our 
heavy machine gun mulched droves of 
super-sized crawlies into what looked like 
a snotty tissue filled with Twiglets. Based 
on that alone, this game is promising. 


release in 2003. And still no one 
knows what he looks like. 


Publishing giant Electronic Arts is 
releasing an enhanced, Xbox 
version of PS2 title James Bond 
in... Agent Under Fire in America. 
The company has yet to confirm 
the game for Australia but don't 
be surprised to see it, like Jaws at 
the end of The Spy Who Loved 
Me, pop up to live life anew. 


Tony Hawk's Pro Skater 3 is yet to 
see the light of day, but that 
hasn't stopped Activision from 
announcing that development on 
the fourth game in the series has 
already begun. It's winging its 
way to a mooted 2003 release. 


It's no secret that Digital Anvil is 
working on a squad-based team 
game called Brute Force, but the 
Xbox-exclusive sci-fi shooter has 
slipped from the launch line-up. 
Expect to command mercenaries, 
employ cunning and fire mighty 
weapons later in the year. 


> ISSUE O01 OBS 


INCOMING 


% HELLO TO EVERYONE in 
Australia, Frank O'Connor 
Ko here from the Official US 

+ Xbox Magazine. In the US 

we waited with bated breath as 

Microsoft's machine rumbled up to 

full speed. Bizarrely, it became easy 

to ignore the PlayStation 2 stuff 

(including some game called Metal 

Gear Soup or something) and 

concentrate instead on the near 

simultaneous launch of Gamecube. 

The Gamecube, which can most 

readily be described as a Teletubby's 

handbag, had the advantage of 
heritage, Nintendo's experience and 
an already rabidly loyal fanbase. 

Xbox had to rely on word of mouth 

and a smart, if mainstream, 

marketing blitz. 

Our staff made its way to 
downtown San Francisco for the 
night of the launch, where the local 
EB was rolling the beast out at 
midnight, complete with DJs, free 
pizza and the guys who 
programmed the Xbox interface! 

The atmosphere was carnival, 
complete with Microsoft reps 
handing out prizes and gifts to 
people in line. The Xbox faithful 
stood patiently, munched pizza and 
discussed possible Halo strategies. 
Then the doors opened and order 
turned to gregarious chaos. 

The next few weeks were a 
little weird. Nintendo, which 
normally shies away from boastful 
numbers, sent out a number of press 
releases, claiming victory in the war 
for sales. Microsoft, somewhat 
uncharacteristically, remained 
sombre and silent. Was Xbox selling? 

Anecdotally, we simply could 
not find an Xbox unit for love or 
money, but we saw stacks of 
Gamecubes and PS2s in local stores. 
Eventually, Microsoft broke their 
silence and admitted, almost 
sheepishly, that it had outsold 
Nintendo by a dramatic margin. 

We would have breathed a sigh 
of relief, but after three weeks of 
solid Halo multiplayer, Project 
Gotham challenges and Dead or 
Alive 3 matches, we already knew. 
Xbox was here to stay. 


Frank O'Connor 
Executive Editor 
Official US Xbox Magazine 
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N Testing Xbox. Best job ever ever? 


APPETITE FOR 
CONSTRUCTION 


Factory in Hungary rolls out 10 Xbox consoles per minute 


% 
4 short supply come March 14. 


* European production of the 
console hit full speed at 


Flextronics' Xbox manufacturing plant on 


November 29 last year and Official 
Australian Xbox Magazine was there to 
see the first machines roll off the 
production line. 

Situated in Sárvár, Hungary, the 
factory whacks consoles out 24 hours a 
day, five days a week and can produce 


roughly 15,000 consoles per day. The first 


ever game console factory in Europe, it 


NET PLAY 
BY XMAS? 


Microsoft hint at online 


gaming before 2003 


S, DURING AN EXCLUSIVE 
` > interview with Official 


oO Australian Xbox Magazine, 
$9 Xbox general manager J Allard 
explained that gamers could expect to 


be playing online very soon indeed. 
"Our current plan is for Xbox to 


be playable online before the end of 


this year," said Allard. "We'll reveal 


our online strategy and pricing details 


during the games industry's annual 
show, E3, on May 22-24." 


Back in January, at the Consumer 


MAGAZINE 


DON'T EXPECT XBOX to be in 


helped produce consoles for the US launch 


throughout summer alongside Flextronics’ 
other manufacturing facility in Mexico. 

Having a dedicated manufacturing 
plant in Europe gives Microsoft a huge 
advantage over its rivals when it comes to 
replenishing the streets with more 
machines. Rather than having to wait 
weeks for shipments to arrive from Japan, 
Microsoft can restock shops with as many 
units as required in just a few days. 

So, on launch day, you'll be able to 
buy an Xbox wherever you see the sign. 
www. flextronics.com. 


E 


¢ Unreal Championship could kick start the Xbox online experience. 


Electronics Show (CES) in Las Vegas, 
video footage showed players from 
across the world using the amazing 
Game Commander (see page 037). 
The headset automatically altered 
the pitch of players' voices, making 


CREATING XBOX 


1) Make box-shaped mould 
with 'X' on front. 2) Put circuits, 
hard drive and other vital 
organs in base. 3) Cover base 
with moulded lid. 4) Place the 
jewel on top. 5) Pack finished 
Xbox carefully away. 6) Stack 
with fork lift. (NB: Magician's 
gloves to be worn at all times.) 


them sound more like game 
characters. It will be a key piece of kit 
for playing games via broadband. 
Twenty seven online-capable 
games are in the works, including the 
mighty Unreal Championship. Sigh... 


Exclusive FREE CD-Rom, 
Tim Burton interview, 
look behind-the-scenes. 


D The best DVD read no matter 
what planet you're on. 


Planet of the Apes plus Tomb Raider, Die Hard SE, Pearl Harbor, M 


INCOMING 


% HI, THIS IS KOJI AIZAWA, 
editor-in-chief of the only 
e Xbox magazine in Japan, 

Famitsu Xbox. I'll be 
writing this column every month, 
keeping you up to date on the latest 

Xbox developments from Japan. | 

love games and cultures from 

Western countries - Halo is amazing 

but I really love Project Gotham 

Racing. I've currently got 74,000 

Kudos points. 

Microsoft Japan announced that 
the price of Xbox in Japan will be 
34,800 Yen ($560) for launch on 
February 22. The price is excellent; 
although in Japan PlayStation 2 is 
only 29,800 Yen ($435). Considering 
the great performance of Xbox, this 
is a real bargain, but most of the TV 
and newspapers don't seem to be 
able to understand that. 

Needless to say, the most 
important thing isn't price, it's the 
games. Having 12 launch titles for 
Japan is great and they'll include 
Dead or Alive 3, Jet Set Radio Future, 
Genma Onimusha, Project Gotham, 
and Wreckless. After this, Xbox 
needs a lot of excellent, and more 
importantly, exclusive titles. I'd like 
to say that games companies should 
not be afraid of investing in the 
Japanese Xbox market. When they 
do it enough, Xbox can really win 
over here in Japan. 

| think Japanese gamers are 
really excited about the latest 
version of Panzer Dragoon from 
Sega. | believe this will be a really 
wonderful game. | recently spoke to 
the producer of it (who is a personal 
friend) and we feel there's no limit 
to what Xbox can do in the future. 


Koji Aizawa 
Editor-in-Chief 
Famitsu Xbox 


Jet Set set for Japanese launch. 
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CAMPING.IST 
VERBOTEN 


Return to Castle 
Wolfenstein imminent 


% IT TOOK TWO YEARS to 
make, but Return to Castle 

& Wolfenstein was well worth 

* the wait. To date, over one 
million copies of the PC version have 
been snapped up quicker than you 
can say 'sequel to the original first- 
person shooter', and it blasts onto 
Xbox before the year is out. 

Simply put, there would have 
been no Doom, Quake or Halo 
without the original Wolfenstein and 
the opportunity it afforded of killing 
Nazis with chainguns. 

The return to the Castle 
Wolfenstein of that seminal game is 
also set against a highly detailed WWII 
backdrop and casts the player in the 
lead role of a plucky US soldier. His 
mission - to infiltrate the heart of Nazi 
Germany and put an end to the dark 
plans of the Third Reich. 

New enemies for Return include 
wave after wave of intelligent, 
genetically deformed Nazi zombies 
and rock hard Teutonic knights. 


MAGAZINE 


JUST AS OAXM went to press, 
Japanese gamers were readying 


(oo themselves for the launch of 


Xbox on February 22. 


Twelve games were confirmed for 


launch, with 10 more due to be released 
before the end of March. 


A run of 50,000 special edition 


Japanese-only consoles has been produced. 
The machines have a translucent casing 
and the green jewel has been replaced by a 
black badge with silver lettering. A silver- 
plated key ring comes with it, featuring an 
engraved serial number and autograph 
from Bill Gates. Those lucky Tokyo folk... 


Heard the one about Japanese gamers 


hating US games? Wait 'til they see Project 
Gotham Racing. Our good friend on the far 
left is already racking up the Kudos points. 


Other launch games include DOA3, 


Amped (renamed Tenku), and Wreckless 
(renamed Double-S.T.E.A.L). 


N “Not just prettier, but better" - Xbox improves McRae, says producer. 


RALLY ROUND 
FOR NUMBER 3 


Xbox-loving dev man speaks EXCLUSIVELY about Colin McRae Rally 3 


$$, WITH AN XBOX version of 
their universally acclaimed 
P d rally game well under way, 
Codemasters is slowly 
realising just how far they can take the 
Colin McRae series. 

"The Xbox hardware is excellent 
and it's been an adventure exploring 
what can we can do with it," explained 
the game's producer, Guy Wilday. 

“I've been most impressed with 
what it's allowed us to do graphically. 
Saying McRae 3 is ‘just better looking’ 
gives little idea how far we're taking it 
visually - there's a real depth to the 
graphics this time round. 


"CMR3 can be summed up as ‘you 
are Colin McRae’. It's completely centred 
on the player becoming McRae and 
dealing with the pressures of competing 
under a three year contract for Ford." 

Wilday revealed online options are 
in the pipeline too: "Online options are 
in testing, but we've yet to decide which 
ones make it into the final game." 

Codemasters is aiming for an 
autumn release of CMR3, but there's 
still plenty to do. "We've just about 
finished the detailed car physics 
system, but the implementation of 
stage data and scenery is keeping 
people busy." 
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m= THE MOLE 


Like a big fat pig in the woods, he digs up truffles of hush-hush news 


MOLE HERE. Each month I'll be bringing 
you the latest development news from 
my hidden sources scattered across the 
world. No publisher or developer is safe, 
and trust me when | say I've seen things 
you wouldn't believe... 


HALO DEVELOPER 

JUMPS GENRE? 

While on a visit to Bungie Studios, | 
noticed early work on what looked very 
much like a strategy title. From what | 
could garner about the game, known at 
the time as Grimorre, it was being pitched 
as a fantasy siege warfare title set in and 
around huge castles featuring dwarfs and 
humans as the main races. 


COMMAND A CONQUER 

ON YOUR XBOX 

Some very interesting news about 
Command & Conquer developer 
Westwood Studios. Apparently the Las 
Vegas-based team has received several 
Xbox dev kits and first-person shooter 
C&C Renegade could be coming 
exclusively to Xbox! Westwood is 
reworking the entire control system for the 
Xbox pad. It seems there's also a strong 
chance that we might get the see some 
classic Red Alert action on Xbox. 
BALDUR'S GATE OPENS 

It comes as no surprise that Snowblind 
Studios is rumoured to be working on an 
all new version of its hit Baldur's Gate 
role-playing series. The games have 
become hugely popular on PC and a 
recent PS2 version scored well. Should a 
Baldur's Gate game be released for Xbox, 
we'd expect it to feature full online 
options. Anything less just wouldn't do. 


DINOSAURS IN SPACER 
The third title of Capcom's Dino Crisis 
series will be an Xbox exclusive. Word is 


the game will take place on board a giant 
space station and allow multiple players 
to work together in a co-operative mode. 
Quite how the Jurassic beasts got up there 
is beyond me for the moment, but I'm led 
to believe that there are several sections to 
the station, and each plays a major part in 
the story. Since the game was announced, 
Capcom has been very quiet. I've got my 
work cut out on this one... 


RED FACTION SHOWS 

ITS TRUE COLOURS 

Volition scored a hit with its first-person 
shooter Red Faction on PC and publisher 
THQ has already announced that a PS2 
sequel is in the works. Set in the mines of 
Mars, with you as the leader of the 
miner's rebellion against their employers 
(it's not because of the poor quality of the 
tea in the canteen), it's one smart blaster. 
With the success of the series, Xbox is also 
likely to be a stop-off point for a new RF. 


NA Crisis of the Dino variety. 


N Red Faction - not to be confused with nighttime maths-'em-up Bed Fraction. 


CHEW FAT WITH 
THE OAXM CREW 


Got an opinion? Send them in and we'll see how funny/clever you are 


% AUSTRALIA IS FILLED WITH 
intelligent gamers, and we want 
^ you all to write in with your 
questions, opinions, rants and 
flames. Game releases, multiplayer 
games, technical information, online 
connectivity, cheats, strategies, setting up a 
DVD player - when it comes to Xbox, there 


isn't anything we can't help out with. 


Please send your snail mail to: 
Letters, Official Australian Xbox Magazine, 


PO Box 1037, Bondi Junction, NSW, 1355. 


Email can be directed to us at 
staff@oxm.com.au. 


ORINION 


VETERAN JOURNO SIMON MUNK 
LIKES XBOX, BUT WANTS MORE. 


AT THE RISK of sounding like the 
Grinch that stole Christmas, Halo 
isn't all that. Sure, it's a superbly 
designed first-person shooter, 
with excellent multiplayer 
options, eyeball-searing graphics 
and vehicles, to boot. But it's still 
just a first-person shooter. Been 
there, done that, shot it. 

Xbox will have to do a lot 
better than prettified versions of 
PC and console games. It needs 
to show it's more than simply 
the most expensive super- 
console. How? With innovative 
games creating entirely new 
genres of gameplay. 

Early PlayStation games like 
WipEout and Tomb Raider made 
the console a success. Back then 
it was about seeing 3D worlds 
realised in a way we'd never 
seen before. | want that rush 
again, of experiencing something 
new for the first time. That's the 
difference between a good 
console and an essential console. 

Xbox is the place to see a 
totally new gaming genres. The 
hard drive and the broadband 
connection mean it can go 
further than PS2 or Gamecube. 
But it needs to go there soon. 

Xbox needs a game that will 
have reviewers stumbling for 
words, It needs a game that will 
make it an essential purchase for 
gamers - so they just have to see 
what the fuss is about. Forget 
DOA 3, Halo and Munch, and 
show us something new... 


> FLIPPING HECK: THE COMMON MOLE, OR TALPA EUROPAEA, CAN ACTUALLY RUN BACKWARDS THROUGH ITS LITTLE TUNNELS, AND EVEN TURN SOMERSAULTS. 


SUBSCRIBE 
& WIN! 


Yes, this could be your lucky day! 


% BY SUBSCRIBING NOW to the 
> Official Australian Xbox Magazine, 
+ you can take advantage of our one 
time special price for this month. 
You'll also go into the draw to win over $1200 
in Transworld Surf goodies including a Taj 
Burrow surfboard! Turn to page 044 for more. 


> ISSUE m DB? 


ZA INCOMING, 


LAUNCH GAME ROUND-UP 


Early opinions of first wave titles 


^* Looks a 


choppy out there. 


BLOOD WAKE 
Pushing the boat out 


GAME INFORMATION 


Fransters Next Maten Fixtures Genera into 


Last Match» Second Divisio History . 


^. Champ Man bury-s the opposition. 


CHAMPIONSHIP 
MANAGER: SEASON 01/02 


Stats the way to do it 


GAME INFORMATION 


Brave attempt to mix two genres. 


DARK SUMMIT 


Snowboarding adventure 


GAME INFORMATION 


- full reviews next month 


IT'S A DECENT enough concept - mix 
the bouncy, wave-riding fun of 
piloting a hydrofoil with massive 
torpedoes and gun battles. Bloodwake, 
though, has a slapdash approach 
which is too arcadey. 

The game as a whole feels quite 
stodgy and lacklustre. Everything is 
grey, from the ocean to the coastlines, 
and the visuals are grainy. 

While the water is the most 
impressive feature, with waves rolling 
and crashing in your wake, it just 
seems a bit, well, unexciting. 

Multiplayer bouts often boil 
down to little more than boats slowly 
circling one another like dapper 
gentlemen, occasionally loosing off 
an attack. See if you agree by playing 
our demo with Issue 02 next month. 


POTENTIAL B/S 


YOU KNOW THE score. Championship 
Manager is widely regarded as the 
greatest soccer management sim in 
existence, and Season 01/02 for Xbox 
seems to be following in the 
footsteps of its ancestors. It's 
comprehensive, up-to-date and easy 
to play with a pad, compared to its 
mouse-driven PC cousins (shortcuts 
have been assigned to certain 
buttons on the pad, for instance). 

There's a fair bit of atmosphere 
thanks to the ambient sound effects, 
and the matches themselves are 
played out through a sequence of on- 
screen text messages. You could 
drown in the amount of options on 
offer. Shrewd armchair bosses should 
prepare for the long haul. 


POTENTIAL 4/S 


THERE'S A REASON why nobody has 
done a snowboarding adventure 
before - the two genres are (pardon 
the pun) poles apart. 

Unfortunately, it seems as if 
Dark Summit has bitten off more 
than it can chew in going for this 
unusual mix of styles. The boarding 
element is pretty mediocre and the 
adventuring is unimaginative. Dull 
graphics don't help things. 

New tricks can be learned and 
equipment unlocked as you unravel 
the mystery atop Mt Garrick, but it all 
has little or no effect on gameplay. 

Incidentally, there's not really 
any mystery atop the mountain. 
Most of it becomes pretty obvious 
after just a few minutes of play. 


POTENTIAL B/S 
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^s. Ralf. That's a Muppet's name, isn't it? 


F12002 


300kph of authenticity 


GAME INFORMATION 


N Cel shade sea shells on the sea shore. 


TRANSWORLD SURF 


Stay tuned to this channel 


| 
— —ͤ 
| 


FORMULA 1 GAMES have been done 
to death, haven't they? Here's EA 
Sports’ latest F1 bash, which features 
all the Shoe Makers, Buttons, and 
Panises that a Formula 1 nut could 
wish for. There's the familiar 
selection of tracks, on which the 
game is very playable, with some 
nice, tight pack racing and an 
excellent sense of speed. 

There's a really cool rain effect, 
with cars reflecting on the track and 
drops of water appearing on the 
camera. But there's nothing really 
astounding on show, compared to 
something like Rallisport Challenge, 
and it's quite bland looking. 

In fact, the game as a whole is 
quite 'samey', but that's indicative of 
the nature of the sport it's recreating. 

And while there's nothing 
criminally wrong with F7 2002, you 
might have to be a hardcore F1 nut to 
really get the best from it. 


POTENTIAL 28/8 


THE SURFING GENRE has had it 
pretty tough over the last few years 
as developers struggled to come to 
grips with what's essentially a 


| dumbed down version of a 
| skateboarding game. With games like 


Tony Hawk around, that should be a 
pop, but unfortunately it hasn't been 


that simple. 


Transworld Surf seems to have 
turned all that around, paying 
particular attention to the texture, 
movement and geography of the 
hulking bodies of water. It looks 
damned realistic as well. 

With a tightly refined trick 
system, level objectives and a host of 
celebrity surfers to choose from, 
Transworld Surf is looking great. 


POTENTIAL 4/S 


^s “What the hell am I doing dunking in LA?" 


NBA LIVE 2002 
Return of the b-ball behemoth 


| 
| 


GAME INFORMATION 


NBA Live 2002 looks nice and 
features a plethora of basketball- 
heavy features, but it's missing that 
magic something to make it more 
than just another basketball game. 

The usual EA Sports slickness is 
applied with customary zeal, so 
official players and teams are all 
there for the using or thrashing. 

The problem is with the 
gameplay, which fails where EA's 
hockey title NHL 2002 succeeds; it's 
just not a very fun game to play. 

With scoring in basketball being 
so frequent, everything is a bit too 
stop-start. Guiding players around the 
court just doesn't feel as good as it 
does in the aforementioned hockey 
game, which features on the next page. 


POTENTIAL B/S 


SA INCOMING, 


SCORED 30 
SECONDS INTO 
OD 
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^* GB doing well. We can but dream. 


NHL 2002 


Rinky-dink sporting action 


GAME INFORMATION 


^» | thought | sword a puddy tat. 


GENMA ONIMUSHA 


Come along now, chop chop 


GAME INFORMATION 


4 Hasn't Humpty learned not to sit on walls? 


SHREK 


Drawn into cartoon capers 


GAME INFORMATION 


HERE'S ANOTHER EA Sports update - 
and yes, it's like the previous one, 
only better looking and displaying 
some tweaks, fiddles and new bells 
and whistles. But NHL 2002 is 
supremely playable, and a lot of fun. 

As you'd expect, all the official 
teams and players are present, 
although that won't mean much to 
most of us Aussies. But the players’ 
faces are highly detailed; looking 
suitably chuffed when they score and 
full of resolve when they're losing. 
The game is smooth and fast to play, 
and passing the puck around is a joy. 

The commentary is good too, 
with a surprisingly amusing pair of 
US jocks cracking out the gags as the 
game progresses. 

Anyone looking for a slick, 
playable sports title for their Xbox 
might fancy their chances with this. 
Some extra controllers would help to 
get the most out of it, too. 


POTENTIAL 4/S 


FORGET WHAT Resident Evil has 
taught you - Genma Onimusha is 
about survival action rather than 
survival horror. 

You're still running, dodging and 
fighting within pre-rendered 
environments. But here, the hero 
Samanosuke can indulge in some 
satisfying swordplay. There's also 
scope for powering up weapons 
found on your travels through a 
beautiful, haunted, feudal Japan. 

The combat system is responsive 
- Samanosuke can sprint backwards, 
hold a defensive guard and slash 
away at the tender parts of the 
nearest snarling zombie warrior in a 
reliable manner. Please note - this is 
one tricky game. It gets hard, fast. 


POTENTIAL 4/S 


A GOOD PLATFORM game is hard to 
find at the best of times, and Shrek, 
bless him, is still looking for one. 

The big green ogre has passed 
his final exams in platforming (jump 
around, sprint and duck, kick and 
grab) and has a gut on him like a real 
ale buff. It allows him to burp and 
fart, if he ingests the right kind of 
power-up - a handy skill. 

But there's very little for him to 
interact with throughout the fairy-tale 
levels and the tasks he's presented 
with are lacking in imagination. Most 
objectives involve playing fetch, or 
kicking ass and little else. 

See for yourself in the movie on 
this month's Game Disc whether 
Shrek is your cup of (green) tea. 


POTENTIAL 2/S 
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^* Environmentally unfriendly. 


TEST DRIVE OFF 
ROAD: WIDE OPEN 


Road rage is not an option 


GAME INFORMATION 


ANYONE FAMILIAR with early PS2 
title Smugglers Run will really feel at 
home playing this because some of 
the levels in Test Drive Off Road: 
Wide Open bear an uncanny 
resemblance. 

There are several circuits set in 
volatile countryside environments, 
and the action usually boils down to 
simple checkpoint racing or mad 
sprints through gates within a specific 
area of the terrain. 

Off-roading should feel like a 
slippy-slidey, earth-chewing battle 
against the terrain. Playing Wide 
Open, you just don't get that. 

It does the job of being a plug- 
and-play, no-brain driving lark, 
TDOR:WO (or Tedoorwoe, as we've 
taken to calling it just now) and does 
it pretty well. But it's whether or not 
that's the kind of job you're looking 
for, that will see you buckling up for 
a bit of Off Road competition. 


POTENTIAL B/S 


E 


^* Nothing wrong with bumps and grinds. 


TONY HAWK'S 3 


The return of the Pro Skater 


GAME INFORMATION 


US GAMERS ONLY received a remix of 
the second Tony Hawk's Pro Skater for 
their Xbox launch, so it's especially 
pleasing to see us getting one over on 
the Americans for a change with an 
all-new Tony extravaganza. 

The game is as unrelentingly 
playable as ever: rack up the points 
doing tricks on your skateboard, and 
complete all challenges on a level in 
order to move to the next. 

Graphically, this kicks the butts 
of all other versions of Tony Hawk's. 
There's a new oil rig level, which is 
exclusive to Xbox, and you can link 
up two Xbox consoles for dual play. 

This has everything we've come 
to know and love through caning 
Tony Hawk's, but is it new enough? 


POTENTIAL 4/S 
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^* Come on in, there's no outlet pipe nearby. 


MAX PAYNE 


Bullet-time comes alive on Xbox! 


GAME INFORMATION t 


ROCKING THE PC world last year 
with its insane graphical detail and 
mind-blowing bullet-time effects, 
Max Payne has left no doubt in 
anyone's mind that any game based 
on the cult film, The Matrix, would 
have to be at least as good as this. 
Why would it be so good on 
Xbox? Because it's equipped with 
exactly the kind of hardware that 
Max Payne was designed to exploit. 
The third-person perspective of 
the game makes it much more 
appropriate to control through the 
Xbox control pad; and when you hit 
that button for bullet-time to kick in 
(and time stands still for you), there's 
no stopping you from taking down 
New York's seething armies of scum. 


POTENTIAL «4/85 
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Because it's worth knowing just how 
disc + Xbox = best games on Earth. 


BY NOW you'll know that Xbox is far and away the most 
advanced video game console on the planet. But what's actually 
happening underneath its bonnet? There's a lot going on in there, 
much of it new to the world of gaming. Looking closely at the 
machine's guts is to glimpse the future. 

Simply put, a lot of creative and technical innovation has 
gone into enabling the machine to deliver whatever the collective 
genius of game designers can invent. It's worth taking a moment 
or seven to get to the heart of just what distinguishes Xbox from 
the competition, so when you're face to face with a Covenant 
in Halo, you can appreciate how and why the ugly bugger 
walks, talks, looks like he does and how he got there. 
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ORGANISING valuable game data on the hard 
drive is simple. Turn on the console without a 
game in it and you're faced with this screen. 


qe 


THIS IS the Memory screen. The system itself 
works like a traditional memory card, except 
here there's a huge amount of space available. 


Pe 
2 

* 

* 
M 


^£ 


COPYING or deleting files is easy. James' Halo 
save is under threat here; pressing A would 
delete his game and earn someone the sack. 


Auli 


UNDER Settings, you can fiddle with various 
functions such as the system clock and sound 
settings. Again, navigation is a doddle. 


HANNE: SOUR SAJ 

WHAT SHOULD the hard drive be used for? 
What impact will it have on Xbox games? Tell 
us your ideas - they could end up in the mag. 


Email us at staff@oxm.com.au, or write to: 


Letters, Official Australian Xbox Magazine, 
PO Box 1037, Bondi Junction, NSW 1355. 
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HARD DRIVE HG 


XBOX HAS been designed with innovation in mind, and 
chief among the console's many advances is the built-in 
hard-drive; a first for a console. A generous 8GB of hard 
drive ensures that there is more than enough room to 
store all manner of game information. 

The main noticeable benefit is the lack of 
long loading times in Xbox games. Mid-game loading 
screens are practically non-existent, since game data is 
first loaded onto the hard drive. From there, it can 
then be accessed much quicker than from a disc. It's 
refreshing not to spend time looking at a bar move 
slowly from left to right. 

More interestingly, the hard drive can be used to 
create worlds previously unachievable on consoles. The 
vast amount of storage space means that your actions 
can be remembered in games that feature a persistent 
world. Simon Carter of developer Big Blue Box knows 
just how much this means for the game he is working on 
- the eagerly awaited Project Ego. 

"The hard drive enables us to remember every 
detail about the player and his interactions with the 
world. Project Ego would not be possible without the 
Xbox hard drive, full stop. 

"At its most basic level, it gives the console all of the 
advantages of a cartridge system with none of the 
disadvantages. Gamers can expect very fast loading 
times, as well as bigger and better level designs." 

As well as new types of game, the hard drive will 
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enable Xbox owners to enjoy existing games in new 
ways. Level editors will be huge and additional game 
levels and characters can be downloaded and stored 
indefinitely. The potential is there for entirely new game 
experiences. The future, as they say, is bright. 


CPU HG 


AT THE HEART of the mighty beast that is Xbox beats a 
custom built 733MHz P3 processor co-designed by 
Microsoft and NVidia. PC owners may sneer that it's not 
as beefy as some of their processors, but Xbox doesn't 
have to run Windows or any of the other applications 
that make use of the processing power. On top of this, 
it's still a significantly faster unit than any console the 
opposition has to offer... 

Another crucial factor in the system's overall 
power is its independent graphics chip. It allows Xbox 
to handle complex graphical techniques without 
slowing down the CPU. Similarly, the way Xbox handles 
RAM is significant. The machine has more RAM than 
any other console - 64MB - and it's also unified 
(available for allocation by developers). Ordinarily in 
consoles, the amount of RAM used by the CPU and 
graphics processor is specified by the hardware, but 
with Xbox, developers are given free reign to devote as 
much RAM as they like to each function. 

So, driving the Xbox is an extremely sturdy 
workhorse of a chip set, one also flexible enough 
to bear even the most demanding of burdens. 2» 
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GRAPHICS PROCESIN ONT 


This Dead or Alive 3 screenshot (above) showcases the jaw-dropping visuals that are fast becoming a signature 
feature of Xbox games. Plenty of impressive techniques can be performed by the hardware - here are a few of them. 


| PIXEL SHADING 
As the name 

suggests, pixel shading 
enables a developer to 
shade the tiniest part of 
an image, rather than 
shading the larger 
polygons drawn by the 
pixels. This means that 
surfaces can look 
incredibly detailed; the 
chain mail on Hayate's 
chest shows how 
impressive and effective 
this technique is. 


HIGH RESOLUTION 

ANTI-ALIASING 
Anti-aliasing is used to 
blur the edges of 
polygonal models in 
order to avoid jagged 
edges on diagonal lines. 
A regular complaint 
about the PS2 is the 
regular occurrence of 
'jaggies'; thanks to the 
GPU you won't be seeing 
them on Xbox, as the 
smooth shape of 
Hayate's leg attests. 


POLYGON 

PUSHING POWER 
The sheer power of the 
GPU means that a huge 
amount of polygons 
(116.5 million per second) 
can be smoothly and 
quickly thrown around 
the screen. Scenes can 
feature enormous 
amounts of extraneous 
detail, significantly 
upping the atmosphere. 
A DOA3 bout in full flow 
is truly a joy to behold. 


TEXTURE 

COMPRESSION 
Textures coat the surface 
of a game's polygons; 
the better they are, the 
more convincing a game 
will look. Thanks to a 
texture compression 
routine unique among 
consoles, Xbox displays 
extremely high quality 
textures. Consequently, 
the laces here look very 
realistic without being 
modelled separately. 


/7/VIDIAs 
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t SIMULTANEOUS 
TEXTURES 

A visual trick exclusive to 
Xbox is its ability to 
draw a scene four times 
(as opposed to the single 
‘pass’ common to other 
consoles) before it is 
displayed on screen. The 
camouflage slacks here 
show the advantages of 
simultaneous textures - 
you can see both the 
pattern and the weave of 
the fabric. 


GPU HG 


BUMP MAPPING 

Bump mapping 
makes surfaces look 
highly detailed, 
especially when the 
surface is close to the 
game camera. It does 
this by adding shadows 
to surfaces to give an 
illusion of depth that 
helps to increase the 
realism of a given scene. 
This technique is most 
visible in this screen on 
Hayate's sleeves. 


NVIDIA - CURRENTLY the biggest name in video 
game graphics - have designed the NV2a graphical 
processing unit (GPU) especially for Xbox. Visual 


effects that once had to be programmed can be now 
performed by the hardware itself, meaning they can 


be implemented without elaborate, system- 


slowing code. 


The results of this are clear - Xbox games look 


far better than anything currently available, 


combining incredible levels of detail with a fast, fluid 


framerate. The NV2a is enormously powerful 
compared with other consoles. 


Another plus is that the GPU is programmable, 


meaning when new graphics techniques are 
invented, Xbox can make use of them, 


practically future-proofing the system's visuals. 2» 


GEE, PEE-YEW!: THE WORLD'S SMELLIEST LIVING THING, APART FROM THIS MAG'S OFFICE DURING DEADLINE WEEK, IS THE TITAN ARUM, A PLANT WITH THE WORLD'S LARGEST FLOWER (80CM TALL). IT SMELLS LIKE ROTTING FLESH AND CAN BE WHIFFED FROM UP TO HALF A MILE AWAY. 
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INCLUDING your own music as the soundtrack 
to a game is one of the best things about Xbox. 


THE RATIO of music time to ripping time is 4:1, 
which means Track 15 only takes a minute to rip. 


"RENAME a track. sir? Why, of course you can. 
Just enter something catchy at the naming screen.” 


IN ORDER to get a full session's worth of 
tunage, compile your own playlist before start. 
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EVERY GAME that allows a bespoke soundtrack 
will have a screen like this (from Amped). 
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THE SOUND CHIP HG 


NVIDIA'S sound chip for Xbox is, as you would expect, a 
lot more powerful and advanced than those of its 
competitors. Developers are able to exploit no fewer 
than 256 simultaneous channels, which will make for 
multi-layered orchestral scores peppered with multiple 
explosions, screams and weapon effects. 

The chip, the Media Communications Processor 
(MCPX), works in tandem with the CPU and its 64MB of 
unified RAM, allowing developers to make use of sound 
without worrying about slowing down the action. 


DIRECT SOUND BIZ 


WOULDN'T IT BE nice if the music and sounds forming 
the soundtrack of a game always reacted directly and 
instantly to the action? This has happened before in 
some games, with great effect, but the sound chip in 
Xbox has the capability built-in, which will mean that it'll 
be far more widely used. 

One of the most memorable instances of Direct 
Sound was in Lucasarts' seminal PC flight sim X-Wing, 
when an ominous Imperial tune would shift seamlessly 
into a frantic action theme when the TIE Fighters came 
swarming in. It's a treat, the impact of which won't be 
dulled by more appearances on Xbox. 


NOW ITS YOUR TURN 


SIMULATED 


SURROUND SOUND E 


MOST OF THE human race has access to either a stereo 
TV, sound system or a decent pair of headphones. Which 
is why Microsoft have made Xbox convincingly mimic 3D 
sound without full Dolby technology. So you'll always get 
a sense of where the shots are coming from whatever 
your audio set-up. 


MUSIC BIZ 


IT MAY WELL bring the people together, but Xbox also 
has the ability to play CDs or rip MP3s for use as 
alternative soundtracks in certain games. Have a look at 
our guide to making soundtracks (far left). 


DOLBY 5.1 NL 


IF YOU HAPPEN to have a tasty home cinema set-up, it's 
possible to enjoy sounds in astonishing 3D from up to 
five speakers. Xbox is the only console to be equipped to 
handle Dolby 5.1 out of the box. The audio connection is 
digital, which means the sound will be crystal clear 


and perfect. D 


WHAT WOULD you like to see developers do with Xbox's formidable sound technology? Also, what 
soundtracks are you going to put on the games that support it? Send your suggestions to us at 
staff@oxmcom.au or write to us at: Letters, Official Australian Xbox Magazine, PO Box 1037, Bondi 


Junction, NSW 1355. 
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NSIDE THE WORLD OF NNIDIA 


The leading graphics hardware company in the world is behind the stunning 
visuals of Xbox games. One of their top men explains just how they did it. 


We spoke to Dave Kirk, Chief Scientist and Vice 
President of Architecture at NVIDIA. 


OFFICIAL AUSTRALIAN XBOX MAGAZINE: Why 

were NVIDIA chosen to supply Xbox graphics 

and sound hardware? 

DAVE KIRK: | think that the quick and easy answer is 
that we have the technology and the reputation for 
getting great things done, and on time. We're the hardest 
working team in graphics, and we've also made a great 
effort to become leaders in other areas, including audio, 
video, and networking. No one else had all of the 
technology pieces that Microsoft needed to build Xbox. 
Plus we've had a truly great working relationship with 
Microsoft for years, as a result of our collaborations on 
the PC products we've created together. 


OAXM: What advantages does the NVIDIA graphics 
chip give Xbox over other systems? 

DK: Power. Raw, screaming power. Oh, and flexibility, 
too. The programmable vertex and pixel shaders, 
combined with the massive compute power in the rest 
of the graphics pipeline, are unequalled by any other 
console, and even on PC. Also, the Unified Memory 
Architecture (UMA) allows developers to make better use 
of both the memory and the processing power. 

In many consoles, there are different pools of 
memory for programs, vertex, polygon and texture data, 
the frame buffer, etc. Whenever an image is to be 
drawn, all of this data needs to be copied around from 
place to place, which uses up memory bandwidth and 
processor power. But since everything is in the same 


place in UMA of Xbox, all of it is ‘free’ - which allows us 
to hit truly stunning peak rendering rates. Special effects 
such as true reflections and real shadows are almost 
impossible to do without a unified memory. 


OAXM: Halo and Dead or Alive 3 have already shown 
us just how potent the Xbox graphics set-up is. Do 
you think that we'll see increasingly impressive 
graphics as time goes on, as with PSone? 

DK: One of the great advantages of a console is that it is 
a fixed platform, and stays fixed for 4-5 years. 
Consequently, even a harsh and difficult-to-master 
programming environment (not naming any names, 
here!) can be fully exploited in that time. Each 
successive generation allows for more power and 
subtlety. The Xbox platform is very programmer-friendly 
because of its similarity to the PC - it makes it easy to 
get started, so the learning curve will be quick. 

But, even so, | don't believe that any of the titles so 
far have used even half of the horsepower of the GPU. 
As developers begin to experiment more, they'll learn 
things about how to program the GPU to great effect that 
even we didn't know! | believe that the second 
generation Xbox games will be absolutely stunning, like 
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nothing seen before in games. And it won't stop there - 
you'll still see refinements and amazing new stuff in 
each new generation of Xbox games. 


OAXM: Do you know how much of the polygon- 
pushing potential of Xbox is actually being used in 
something like DOA3? 

DK: | don't know the actual polygon counts in DOA3, but 
the models certainly are impressive. | would estimate, 
though, based on the amount of time that the DOA3 
team had to work on the Xbox development, that they 
are probably using less than half of the possible polygon 
throughput that the Xbox GPU is capable of. | think that 
you'll see games next year that get a lot closer to the 
peak rates. That's one of the best things about the Xbox 
GPU and memory architecture: those peak rates are 
actually attainable, and sustainable. 


OAXM: Which current game do you think makes the 
most use of Xbox hardware? 

DK: | believe that Halo makes the best use of pixel 
shaders to create great surface effects, although some of 
the other games such as Project Gotham have achieved 
wild things with realistic shadows and reflections. DOA3 
and some of the sports titles have also really pushed the 
amount of polygons and smooth animation possible 
with human characters. DOA3 is, overall, probably the 
winner in terms of pushing the Xbox hardware the most. 
Those are my favourites so far. | can't wait for Jet Set 
Radio Future, though - from what I've seen, the effects 
are wonderful. 


ESTABLISHED in 1993, NVIDIA is famous as the worldwide leader in graphics processors - 
although it's also involved with audio and broadband solutions. Its GeForce 3 technology is 
widely acknowledged as the finest graphics hardware available. There's one in every Xbox, 
especially modified to get the most out of the console environment. 
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THE PERFECT CHIP: ACCORDING TO NIGEL SLATER, THE EXCELLENT FOOD WRITER OF THE OBSERVER NEWSPAPER, CHIPS SHOULD BE “FRIED IN DRIPPING, NOT OIL, AND SPRINKLED WITH SALT AND MALT.” THE IDEAL VARIETY OF SPUD TO USE IS A MARIS PIPER OR A KING EDWARD, AND THERE SHOULD BE TWO FRYINGS, “THE FIRST TO SOFTEN, THE NEXT TO CRISP.” 
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INSIDE NETWORK 


BROADBAND EC 


XBOX IS the only console to come broadband-ready 
out of the box. Developers now don't have to worry 
about gamers forking out for costly extra kit for 
internet access; online play will be incorporated into 
many games as standard. Broadband is powerful 
and fast enough to allow for innovation and 
creativity, such as using voice technology in the form 
of the Xbox Voice Communicator (below, far right). 


Local Area Networks (LANs) are small networks 
linking together a number of terminals. Xbox 
consoles can be plugged into an LAN, creating a 
network. When plugged into a network, compatible 
games such as Halo will automatically search for 
other machines. It allows for dozens of players in 
the same arena to compete without going online. 
We'll show you how to make a LAN in Issue 02. 


SYSTEM LINK HO 


CERTAIN XBOX games can be played by more than 
four players, such as Halo. In the absence of a LAN 
(above, right) a System Link Cable enables two Xbox 
consoles to be connected so that eight players can 
enjoy some multiplayer deathmatching. Two TV sets 
are needed to complete this very simple set-up - for 
many, it's an ideal first introduction to multiplayer 
gaming with more than four players taking part. 


1. 22275 


MMORPGS & FPS 


Expect Xbox, thanks to its broadband connection 
and Australia warming to broadband as the future 
of information exchange, to be home to MMORPGs 
(Massively Multiplayer Online Roleplaying Games) 
and FPSs (First Person Shooters) played over the 
internet. Spot of online Halo, anyone? Everyone will 
have the same machine, so there's a welcome, high 
common foundation on which developers can build. 


WHAT OO SOU THINKe 

AH, THE POSSIBILITIES... The connectivity of Xbox will allow gaming to move into a whole new realm, the beginning of which is only just becoming plain. What type 

of online gaming would float your boat? MMORPGs or FPSs? Online gambling or endless chat? Email us at staff@oxm.com.au or write to us at: Letters, Official 
Australian Xbox Magazine, PO Box 1037, Bondi Junction, NSW 1355. 
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PERIPHERALS HG 


THE GAMING WORLD would be a duller, less amusing 
place without peripherals. From the madcap - dance 
mats, snowboards, mechanisms that plug into your face 
- to the mundane-yet-useful extra pads and memory 
cards, peripherals cater for the demanding gamer's every 
whim. Xbox will be no slouch in this department, with a 
cornucopia of controllers and attachments. 

Extra controllers will be in high demand as soon as 
Halo players realise they must indulge in a bit of 
multiplayer. There's also an 8MB memory card (so you 
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can take your best times, levels and characters over to a 
friend's house), the potentially brilliant Voice 
Communicator (right) and a DVD playback package 
comprising a remote control unit and dongle for the front 
of the machine. Early reports suggest that this DVD 
function is by far the most successful attempt at movie 
playback on a console. 

Since Xbox uses USB there'll no doubt be plenty 


of innovative gadgets over the coming years. Maybe 
things that really plug into your face aren't far off. 


WE WONT ASK AGAIN. WELL. ACTUALLY. WE WILL 

WE AT Official Australian Xbox Magazine are extremely excited about the sort of games we're going 
to be seeing on the most advanced console ever, and the manner in which we're going to play them. 
Let us know what you are looking forward to seeing on Xbox in the future - we'll be keeping our 
beady eyes on how this unique console is being utilised over the coming months, and noting if any of 
your ideas are being incorporated into the latest games. Email us at staff@oxm.com.au or write to: 
Letters, Official Australian Xbox Magazine, PO Box 1037, Bondi Junction, NSW 1355. 


A/V OUTPUT » 


WHEN YOU have a console capable of 
incredible visuals, such as those on 
display in Halo and Dead or Alive 3, it 
would be a shame to miss out on all the 
details due to a poor telly connection. To 
stop this from happening, Microsoft has 
included in Xbox a higher quality TV 
signal unit than is usually found in game 
consoles. This chip spends its time 
channelling the game signal from the 
Xbox to your TV, where cutting edge 
visuals (and sound) then burst into the 
room as the developers intended. To do 
this feature justice, though, you'll need a 
decent TV and connection: a variety of 
connection cables will be available. 


THE VOICE > 
COMMUNICATOR 


OF ALL THE peripherals coming to Xbox, 
the Voice Communicator is perhaps the 
most exciting. Sefton Hill, producer on 
Argonaut's SWAT: Global Strike Team - 
one of the first games to use the unit - is 
certainly keen to get to grips with it. 

“Primarily, we're using the Voice 
Communicator in the single player mode, 
and having voice recognition allows us to 
have the player order his team around in 
the most natural way possible - by 
speaking to them" 

“We have a lot of ideas for it, but | 
don't really want to give them away yet. 
But it's a whole new input device. | think 
you'll see an increase in the immersion 
level of games that use it properly.” 


E: TWELFTH LEVEL WARRIOR, NO RESERVE: ONLINE AUCTIONEERS, EBAY, RECENTLY HAD TO BAN THE SALE OF MMORPG CHARACTERS FROM ITS WEBSITE AFTER COMPLAINTS FROM OTHER PLAYERS. SOME OF THE CHARACTERS WENT FOR OVER $1000. 
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EXAS, 1886. A duel is taking 

place, but it's more like all out 

war between two men - Tal'Set 

and his arch nemesis Captain 

Tobias Bruckner - trying to settle 
one of the oldest scores in the book. 

But during the battle the fabric of space 
itself is ripped open, opening a rift between 
their world and a place known as the Lost Land. 
It's as much the hand of fate at work as a freak 
of nature, as a fatally wounded Tal'Set is pulled 
into the other dimension. 

Injured and near death, Tal'Set is nursed 
back to health by the natives of the River Village, 


a small colony hiding from the Lost Land's 
lizard-like megalomaniac Lord Tyrannus. 

Grateful for his health and appalled at the 
plight of the natives, Tal'Set signs up for 
the fight against the evil Lord. Unbeknown 2» 
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A This kind of sweaty jungle gunplay is one of Turok's great assets. 


N to Tal'Set, Tyrannus has a new commander 
of his forces - Captain Tobias Bruckner. 

And so begins the tale of Turok: Evolution. 
Hey, every good video game needs a backstory 
on which to hang its gameplay hat... 

Turok: Evolution predates the existing Turok 
series, a quartet of games whose combined 
instruction book could have been written on an 
iguanadon's toenail - "Kill them dinosaurs!". The 
same goes for this latest instalment (with all that 
Lost Land business in the background). 

For those less familiar with the legacy of 
these first-person shooters, it all began in 1997 
with Turok Dinosaur Hunter on Nintendo 64. 
Back in those days, Turok was one of the first 
console games that did a solid job of immersing 
players in a believable world backed by solid 
gameplay and exciting story elements. Three 
sequels followed, making Turok one of the most 
successful video game franchises - which has led 
to an extra bite of dinosaur hunting on Xbox. 

"The plot sets this up as the first game from 
a timeline standpoint and you could even call it 
Turok Episode 1," says Acclaim Austin creative 
director David Dienstbier, in charge of the team 
developing the game. 

"This was important because while 
everyone knows what Turok stands for in terms 
of guns, blood and action, not many people have 
a clue about who Turok actually is, where he 
came from or what his job is. So the best way to 
lay this out was to start right at the beginning." 


BLOWING THE DUST OFF 

Justifying the new subtitle of Evolution, Acclaim 

Austin has created a completely new set of 

development tools to give the game a fresh look. 
"We were obsessing about the direction we 


A Environments look sweet, but different areas mean different tactics. 


wanted to take Turok in, so we began with a 
plan to create a new tool set that we called 
‘design by proxy'," explains Dienstbier. 

"The tools allow the game designers to 
create and test levels with no art in place. If we 
take something - say, a red rectangle - and then 
say it's going to be a bad guy, we can then 
assign speed and jump values to it. If the 
artificial intelligence is complete, we don't even 
need finished artwork to test it. This allows us to 
be way ahead of our game and on schedule." 
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It's all well and good shooting at shapes, 
but this isn't a re-run of The Curiosity Show. 
What about the dinosaurs? 

Say the d-word to virtually anyone and 
they'll either think of Jurassic Park movies or the 
Walking With Dinosaurs TV series, both of which 
depict dinosaurs in incredible detail and with 
‘realistic’ behaviour. As Dienstbier points out, it's 
quite a challenge to create life-like motion. 

“We did most of our research by 
watching films, going to the zoo, and 


2 


eXCLUSNE ACCESE: TUROK 


> watching the Discovery Channel and 

Animal Planet. We'd watch an elephant 
for hours just to see how different parts of its 
body reacted when it moved. | know the 
research team also has several copies of 
Walking With Dinosaurs. 

"To get the animations looking right we had 
to take a look at them either through an 
animation preview or inserting the creature into 
the world and seeing how it looked from a 

GOOD TO see that there's a varied arsenal of weapons on offer in Turok: Evolution. So keen are the dev player's point of view." 

team to make dino hunting a pleasure that they've come up with plenty of arms for players to pick from. Most of the time, that point of view will 

be punctuated by the business end of a dirty 
great gun. The designers went through the 
lengthy process of brainstorming new ways to 
crush enemies with maximum visceral effect. 
Although Dienstbier is keen not to give too much 
away, we did see a new addition to Turok's 
arsenal that has three very different and clever 
functions. The yet-to-be-named weapon acts as 
a pistol, sniper rifle and mechanical spider. 
"You throw it out and it turns into a 
mechanical spider controlled from a first-person 
à perspective," Dienstbier explains. "It can function 
ES" P as a bomb so you can sneak it under doors into 
X» Every good hunter should have a bow and X» The shotgun comes in handy for removing enemy barracks and surprise enemies from 
arrow as standard - Turok is no exception. parts of the jungle other weapons cannot reach. behind. A quieter approach would be to release 
a cloud of poisonous gas and choke your foe 
quietly." Another use is as a lure that becomes 
vital in a variety of different situations. 
"You might find yourself wounded in the 
jungle with little ammo when you come across a 
squad of reptilian guards sitting around a camp 
i fire. Your health and ammo situation means you 
Tar Wo can't just run out and begin shooting, so you do 
4 Te a little bit more exploring and stumble across 


s 35 3 
1 LIU 
vi, 120. 1207 afe Aa p P E WE CS 
x ai UC "Drop the lure and use it to emit raptor-like 
X» Certain weapons allow you to zoom in and 3» The standard pistol also doubles as the lure, a noises that make them perk up and follow the 
pick off opponents from a distance, sniper-like. canny three-way piece of attack equipment. lure. Move it back towards the reptilian guards 
and the raptors will see fresh meat and 
pounce. While all that's going on, you just 2» 


resources to run out guns blazing, so you 


"am a pack of raptors. Again, you don't have the 
dv j 
| " need a different approach. 


FACE-STUFFING CARNIVORES: AMERICANS CONSUME OVER 675 MILLION POUNDS OF MEAT DURING THE THANKSGIVING PERIOD IN NOVEMBER 
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The sky's the limit 


PTERANODONS with mounted rockets 

are methods of transport in Evolution. 
Certain portions of the game require players 
to take to the skies on these horned, winged 
beasts in order to do a recon of new areas. 


>> Don't get too close to those dinos, as 
they're quite likely to step on you. 


Chasing dinosaurs is fun, but only 
when armed to the teeth with rockets. 


3» Ah, the open skies. There is no finer 
place for a rocket-powered prehisto-bird. 


X» Airborne dogfights help to relieve the 
daily pressures of living a jungle life. 


»» First one through that archway over 
there gets to dive-bomb a diplodocus. 


N If the dinosaurs aren't yet extinct, they soon will be... 


sneak off into the distance as if nothing 
happened. There's several levels of strategy 
you can use this little device for." 
As for other weapons, Dienstbier has four he 
believes nobody's ever done before. But he's still 
not telling, the secretive so-and-so. 


DINO SOAR 

One of the most exciting aspects of Turok: 
Evolution is its planned flying element. "The 
option to fly was one we wanted to get in t 

right from the very first Turok game," says 
Dienstbier. Only now, with the tools provided by 
Xbox at their disposal can the team realise one of 
their long-term wishes. 

Players will be able to jump on to winged 
pteranodons with mounted rockets and take to 
the skies during certain parts of the game. To 
split up the standard, first-person ground-based 
action there'll be a balanced mix of both air-to- 
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A But will 66 health bits be enough for this particular fly-by? 


air and air-to-ground gameplay included. 

The extra horsepower of the new game 
engine has also allowed the studio to 
considerably beef up the game's artificial 
intelligence to include real group dynamics. 

"|n past and current games you'll often fight 
large numbers of individuals together, but for 
Evolution both allied and enemy troops will work 
together as cohesive groups," says Dienstbier. 

"Group leaders will all have unique 
behaviour patterns based on their current 
situation during the game. If you take a pack of 
raptors and the alpha male goes down, the 
remaining raptors will either flee or regroup 
behind the number two male depending on their 
position. This can dramatically change and affect 
the way the game can be played." 

Another feature that will directly affect how 
the game is played is the surrounding 
environment. Every plant and every tree 2» 


Dp Moves, as you'd expect them to in real life, 

with both positive and negative 
consequences. When a storm is brewing, the 
whole jungle will rapidly move, making it much 
harder to see or hear enemies. When anything or 
anyone moves through the foliage, trees, leaves 
and bushes will all move realistically. Enemies 
will also be quick to react when they see 
movement - best keep your head down while 
going walkabout. 

"Imagine it's dark, you're low on health and 
you hear a rustling noise slowly moving towards 
you," say Dienstbier, as he leads us through the 
demo. "Now it could just be a monkey doing 
whatever monkeys do, but then again it could be 
a pack of raptors on the hunt. But it's that feeling 
of genuine paranoia that we really want to 
capture and enhance." 

Dense undergrowth will also impair Tal'Set's 
movement across the world. When moving 
through the jungle he'll be slowed down as he 
pushes his way through the trees and plants. 

"If you're hiding to avoid detection that's 
your choice," notes Dienstbier, "but if you're 
being chased through denser parts of the forest, 
remember a raptor will be able to move a lot 
quicker than you will..." 

Since the release of the first Turok game, 
Acclaim has been bombarded with requests to 
release the game on other systems. It's finally 
happening with Turok: Evolution on Xbox. 

"Our focus with Turok: Evolution was to get 
back to the jungle," says Dienstbier. "I really 
want gamers to think along the lines of 
Dinotopia meets Omaha Beach." 

That's a world where dinos and humans co- 
exist (in book and soon-to-be miniseries 
form) with a twist of the D-Day landings. O 

They might be on to a good thing... 
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PROJECTILE NAMIT 


THERE'S A slightly sinister, but ultimately enjoyable option to fire poisonous arrows into enemies. Shoot, 
and wreak upon them a slow, messy vengeance. After all, they'd do it to you given half the chance. 


— I * 
X» Find your target and wait for the right moment >> One in the chest usually does the trick. Now 
to strike. Get friends to help if you can. stand back and wait for the carnage moments. 


X» Zoom in close enough and you can even see 
what he had for dinner. Not a pleasant view, really. 


»» With the poison taking hold, step back. Don't 
get any on your boots, that stuff'd melt concrete. 


ONE OF THE most interesting weapons in the game is the multi-functional lure. Pop it on the ground, 
send it crawling to enemies and quietly release the gas of death. Also works as a standard, shooty gun. 


>> This guy is similarly cut-throat. Time to send in 
the lure. He'll never know what hit him. Ha. 


»» He might look cute but given the opportunity, 
he'll rip out your jugular without thinking twice. 


>> He didn't even see it coming! And with a full 
tank of deadly vapour, the big lad has no chance. 


X» A worm's eye view of your havoc-making in 
action. They don't like it up 'em, those lizard types. 
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MAGAZINE 
| FOR ONLY 


FOUR FREE ISSUES FOR THE YEAR! 


ers a year's subscription for 12 i of the 


SUBSCRIBE AND WIN A $1200 
SIGNED SURFBOARD plus games 


and prizes! 


With thanks to OziSoft and Gamenation, 
everyone who subscribes this month to the 
Official Australian Xbox Magazine will go into 
the draw to win some amazing Transworld Surf 
prize packs. 


OUR MAJOR PRIZE this month is a signed 
Taj Burrow surfboard, a Billabong 
merchandise bundle, and a copy of 


K 


Infogrames’ groundbreaking new surfing gm 


game, Transworld Surf - with a total 
value of OVER $1200! 


We also have FIVE RUNNER-UP PRIZES to 


give away, each including a copy of 
Transworld Surf and a Billabong T-Shirt. 


TRANSWORLD 


THE OFFICIAL AUSTRALIAN XBOX MAGAZINE 


ENSURE YOUR COPY 


OFFICIAL! 


The best Xbox news and reviews 


PLAYABLE! 


The exclusive source for playable Xbox demos 


FIRST! 


News, previews and reviews before anyone else 
WHY SUBSCRIBE>= 


YOUR COPY GUARANTEED! 
Get every issue of the Official 
Australian Xbox Magazine and its 
playable Game Disc delivered to 
your door! 


>> BE FIRST! 
Get to read and play your 
magazine before the issue goes 


on sale to the general public. 


Subscribe now and you'll be 


among the FIRST in Australia 


to receive the magazine. state e 
Daytime telephone number (inc area code) 
Email address 
The one Xbox game you're looking forward to most is: 
>> SAVE MONEY! 
Save over 40% off the usual Please choose your method of payment |, or 
civar price that's an amazing Cheque (payable to Derwent Howard Pty Ltd) Australia only. 
n m Visa Mastercard 
four issues free! card o OOO 0000 O Expires 


Signature _ = = z Date 


=| TIU 
OFFER 


YES, | WANT TO SUBSCRIBE TO THE 
OFFICIAL AUSTRALIAN XBOX MAGAZINE! 


RETURN THIS 
COUPON TO: 


Subscriptions 


Official Australian 
Xbox Magazine 
Derwent Howard 
PO Box 1037 

Bondi Junction 1355 
Australia 


If we receive your order 
before 01 April 2002 your 
subscription will start with 
issue 2. OXMI1 


| — 


S. S-. 

THE XBOX ELITE - ONE OF THE VERY BEST AVAILABLE —- 
Z.5-H.4 

A TOP-QUALITY RELEASE THAT'S WELL WORTH HAVING 
5.S-7.4 

STILL WELL WORTH CONSIDERING, BUT HAS SOME FLAWS 
S. . 4 

AN AVERAGE TITLE WITH NOTHING OUTSTANDING TO OFFER 
pg.b-s.n 

A BAD GAME, AND ONE YOU REALLY SHOULDN'T BOTHER WITH 
. 2.5 

CALLING SUCH A RANCID STINKER A ‘GAME’ IS LIBELLOUS 


WE ONLY REVIEW the finished Australian version of a game - the version 
that you will be paying for and playing. The US or Japanese release will 
often differ from its Australian counterpart. By sticking to this policy, we 
will never mislead you by reviewing imported games or preview versions. 


Microsoft has no access to, or influence over, the Official Australian 

- — N | — | | | — Xbox Magazine. The company supplies us with screenshots, info and 
games before any other magazine. We don't do deals with Microsoft, or 

any other publisher, to get access to finished games. As a result, we're 


apes in the best position to gi hat you d - balanced, objecti 
Welcome! Please familiarise and be e n e 
yourself with our review policy. 


It's a very important thing. THE NIERDICT 


| POWER 
How technically adept is the 
game? Does it make proper use of 
the Xbox? How impressive is it? 


SM POINTS 


WE'LL SUM UP SOME 
OF THE GAME'S BEST 
AND MOST EXCITING 
POINTS FOR YOU HERE... 


STUE 
How stylish is the game? How 
well is each aspect of it designed? 


How good does it look and feel? BAD POINTS 


W AND LET YOU KNOW 
4 WHAT'S PARTICULARLY 


BAD ABOUT IT HERE 


IMMERSION 

How involving is the game? Will 
hours fly by in minutes? Are the 
controls instinctive or awkward? 


LIFESPAN 

How much is there to the game? 
| How long will you keep coming 

back to it? Is it worth the money? 


This is our overall opinion of 
the game, condensing the 
review up into one easy-to- 
digest comment. 


FICIAL AUSTRA 


WE REVIEW games on a 32 inch PHILIPS Matchline III digital SRE NEES Ile 


TV. As well as a brilliant widescreen picture, this beauty boasts 
Dolby Digital surround sound and has wireless FM rear 
speakers. Apart from giving us all TV-insecurity when we 
think of our humble sets back home, it means we've got the 
best environment in which to play and test every Xbox game 
to the limit. For more info check out www.philips.com.au. 


At the start of a 
review, along 
with the Game 
Information box 
telling you who's 
made the game, 
when it's out, 
how many 
people can play, 
and the official 
website address, 
you may see a 
badge or two. 
This is what they 
stand for: 


ON THE DISC: 
MOVIE 

If our exclusive 
Game Disc 
includes footage 
of the game in 
action, we'll let 
you know with 
this badge. 


XBOX ELITE 

Any game scoring 
8.5 or more is 
given our Xbox 
Elite award. 
Wherever you see 
this badge you can 
be sure a great 
game awaits you. 


GAME OF THE 
MONTH 

Every issue we 
give the Official 
Australian Xbox 
Magazine team's 
favourite release 
the Game Of The 
Month award. 


ONLY ON XBOX 
If you see this 
badge at the start 
of a review, you'll 
know that Xbox is 
the only console 
on which you'll 
be able to play 
that game. 


| ON THEDISC: | 
PLAYABLE | 
This badge means 
that a playable | 
demo of the game | 
is featured on our 
exclusive Game 
Disc, so you can | 

| try it for yourself. 
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KEVIN CHEUNG 
EDITOR 


KEV drove us mad this 
month, experimenting 

with his private library 

of music on every Xbox 
game he could find. 


Halo, Dead or 
Alive 3, Transworld 
Surf, Munch's Oddysee 


Rocket Launcher 


ED LOMAS 
REVIEWS EDITOR 


XBOX IS Ed's favourite 
thing ever. No... wait a 
minute... it's coffee. 
Nope, it's this tune. 
What is it? It's WICKED! 


JAMES ASHTON 
EXECUTIVE EDITOR 
THE SECRET room 
hidden in the local pub 
has hosted a series of 
secret, top-level 
meetings this month. 


Halo, Project 
Gotham Racing, Dead 
or Alive 3 


Sniper Rifle 


PAUL WILSON 
PRODUCTION EDITOR 
ON THE outside, Paul's 
a well-adjusted grown- 
up. On the inside, he's 
a cackling, hysterical 
child full of Refreshers. 


Halo, Project 
Gotham Racing, Dead 
or Alive 3 


Jeep ("run ‘em over!") 


JON ATTAWAY 
STAFF WRITER 


LITTLE JON unravels a 
piece of string on his 
way to the office so he 
can always find his way 
home. Aaaaw, sweet! 


Halo, Jet Set 
Radio Future, Rallisport 
Challenge, 


Sniper Rifle 


ADAM HAYES 
ART EDITOR 


MOST PEOPLE get the 
bus or train to work. 
Adam moonwalks all 
the way, winking at 
girls as he goes. 


Halo, Amped: 
Freestyle Snowboarding, 
Rallisport Challenge 


Scorpion Tank 


Halo, NHL 
2002, Wreckless 


Grenades (“Either type 
- I'm not fussy") 


STEVEN BAILEY 
STAFF WRITER 
DOCTOR STEVEN (not 
Steve) has invented a 
thesaurus microchip 
and cleverly implanted 
it in his oesophagus. 


Halo, Jet Set 
Radio Future, Amped: 
Freestyle Snowboarding 


Pistol 


GAVIN OGDEN 
NEWS EDITOR 


GAV PLANS to have his 
brain directly wired into 
the phone network to 
save wear and tear on 
his fingers and ears. 


Halo, Dead or 
Alive 3, Rallisport 
Challenge 


Assault Rifle butt 
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DEAD OR ALIVE 3 
ir b. — Your Xbox is looking at you funny. It's 064% 
r P. — paie talking about you. It wants a fight. 
pst — = 
HALO 
15m You already know that this is good, but 
you need to know exactly why. 048 
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MAD DASH RACING 


You've played the demo - now read the 1074 7 
Best ; cn | i review! And then play the demo again. 
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1 PROJECT GOTHAM RACING MUNCH'S ODDYSEE 


Five-speed windows, ABS injection, 133 
horse exhausts, leather gears - $99 ONO. 
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Freaky goblin with comedy voice seeks (0907 
human brain to assist in escape attempt. 


em aw 


mau » 
LS wai 
à | m è Rer ciam. SENORA DE St PE RET 
Bibi O 2 I8 O 
RALLISPORT CHALLENGE FUZION FRENZY 
Jumping in muddy puddles is fun. Driving 070 Xbox - bringing people together. Then Snowboarding without the embarrassing D» 
cars through them at 160kph is funner. making them fall out with each other. sunburn, broken fingers and skiers. 


X» NEXT MONTH: Reviews of the rest of the massive Xbox launch line-up: Tony Hawk's Pro Skater 3, Champ Manager: Season 01/02, Jet Set Radio Future, Genma Onimusha, Shrek, Max Payne, Cel 
Damage, NHL 2002, NBA Live 2002, Dave Mirra Freestyle BMX 2, Test Drive Off Road: Wide Open, NHL Hitz 20-02, Blood Wake and more will be featured. Turn to page 028 for our first impressions. 
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Bloody hell! Brilliant ne 


| arrives with world's best new game. 
Quite simply, this is the c * 


ou need to buy an Xbox. 


GAME INFORMATION 
DEVELOPER: BUNGIE 
PUBLISHER: MICROSOFT GAMES 
RELEASE DATE: MARCH 14 

PLAYERS: 1-16 (VIA 4-WAY XBOX LINK) 
WEBSITE: WWW.BUNGIE.NET 


AND SO FT. BEGINS... 


THE OPENING level sets the scene superbly. 

You, as Master Chief, a cyborg soldier, are 
woken from cryogenic sleep when your ship (the 
Pillar of Autumn) is boarded. This is no empty, 
safe, training level - you're fighting off invading 
Covenant troops the second your gun's calibrated. 


The first few moments of the game drop you right in it. 


AS SOON as 
fà you're out of 
deep sleep, 
take a few steps to 
wake up. On-screen 
displays help you to 
acclimatise, so there's 
no need to wade 
through a manual. 


Once that's 
E done, step up 

to these lights 
and target them using 
the thumb stick. 
Cleverly, the chap in 
the control room 


monitors your 
behaviour... 


..and if he 
E feels it'll help, 

he'll invert the 
controls so that pulling 
down on the thumb 
stick looks up. This 
way, your ideal control 
configuration is set up 
almost without you 
realising. 


E With controls 


sorted, you're 

thrown straight 
into action, with no 
weapon. Panicked 
marines get in the way 
as you make your way 
to the ship's bridge. 


Guns, guns, guns, guns and grenades 


A FIRST-PERSON shooter 

without decent 
weaponry is pointless. Halo, 
thankfully, has a splendid 
variety of notable fighting 
objects with which to batter 
the foe. In a typical Halo twist 
of genius, you can only carry 
two weapons at one time, so 
you must constantly vary your 
choice and tactics to progress. 
Since the weapons you have in 
your possession affect the 
ideal approach to any given 
situation, there's a good 
degree of cunning required in 
the gun battles. 


3> SHOTGUN: As good as any of 
y'modern weapons at getting 
through those nastier moments. 
This meaty variation is essential 
for dealing with the mental Flood. 
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3» PISTOL: Ideal for handing out 
large amounts of gunishment. A 
good rate of fire combines with a 
handy scope for easier headshots 
- an excellent general weapon. 


>> SNIPER RIFLE: The 2x and 
10x zooms on this handy rifle 
eliminate the need for lengthy 
hikes and sneaks. Night vision 
enables nocturnal slaughter. 


MAGAZINE 


3> ASSAULT RIFLE: Continuous 
fire for a relatively long time; good 
for open combat. The melee, 
possible with all guns, is used on 
an ally for demo purposes only. 


>> ROCKET LAUNCHER: Very 
powerful, but takes an age to 
reload. Rockets travel slowly; miss 
the target and you're in trouble. 
Still, that Banshee is no more. 


3» PLASMA PISTOL: Seems poor 
initially - but don't throw it away 
too quickly. Hold the trigger down 
for a powerful homing shot that 
drops Covenant shields in one. 


X» NEEDLER: Fires homing 
shards of glass which embed 
themselves and then explode. 
Quite slow, so take cover behind 
something after firing. 


>> PLASMA RIFLE: Packs more 
punch than the assault rifle, but 
extended fire leads to overheating 
of the battery - leaving you 
vulnerable to nasty aliens. 


>> GRENADES: These come in 
two flavours, traditional fragment 
and Covenant plasma, the latter 
of which sticks to enemies - one 
of the best plays in the game. 


HALO BAYS Get by with a little help from your gun-toting friends 


>> THROUGHOUT the game, your computer-controlled 3> You can't issue orders, but they usually follow you 
chums do their best to lend you a hand. Bless them. about and respect your authority. Damn right too. 


MEN FIND TRS 


Master Chief has a variety of transports at his disposal for when two feet and a 
big gun simply won't suffice. Plus, it's enormous fun behind their wheels. 
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WARTHOG 

>> This jeep can carry a gunner on 
the back as well as its driver and 
passenger. Nearby marines are only 
too happy to hop aboard, making 
the Warthog a great way to enter 
uncharted territory. 


GHOST 

22 Picture a sit-in lawnmower. A 
hovering one. Strap a plasma 
cannon to its front and you have a 
good idea of what the Ghost is 
about. It's a nippy beast - driving 
and firing accurately at the same 
time can be tricky. 


BANSHEE 

2» This airborne fighter can be a 
pain to deal with when it's firing at 
you. But by the same token, 
enemies have a hard time when 
you're at the helm and giving it 
back. Attacking Covenant tanks in a 
Banshee is great fun. 


GUN TURRET 


3» Stationary gun turrets can be 


handy for killing a wave or twelve of 


Covenant troops without denting 
your own ammo supply. However, 
gun turrets are susceptible to attack, 
particularly from grenades, and 
they're pretty inaccurate. 


SCORPION TANK 
>> Yum. This enormous tank has a 
devastating cannon and machine 
gun, and is more than a match for 
dangerous enemy tanks. Fellow 
marines can sit on the sides and 
pick off the smaller targets, as well 
as providing a bit of conversation. 


HALO aiii 


that inspirational at face value. But it's the 
telling not the tale that matters here, though, 


>» They're only too happy to get stuck in while you 
whimper in a corner. But they won't last too long... 


> There's a point when you're playing a new 
game when you have the perfect insight 
into how much it'll ultimately mean to you. At 
that moment - the moment of first doubt - you 
know whether you'll either finish it, finish it 
grudgingly, finish it only when life is really dull or 
bin it and take it down to the games exchange. 
It can happen when you're forced to replay 
a long section to get back to where you were 
before, or when you get hopelessly stuck. If it 
doesn't happen in the first few hours of a 
game's life, you know you're onto a good thing. 

With Halo, my first moment of doubt 
came after about 50 hours play. I'd played 
through the game twice - once on default, once 
on difficult - and fired off thousands of head 
shots in countless multiplayer games. It was 
only when | got hopelessly stuck on the third 
level while playing the hardest difficulty setting 
that the prospect of another try didn't seem 
quite so appealing. 

The fact that I've now completed the game 
on that Legendary setting is proof that even 
then, there was nothing about Halo that could 
make me stop playing. 

It's actually hard to explain specifically 
what it is about Halo that makes it so 
compulsive. It's not as if the game can claim to 
innovate in any particular area. Other games 
have great storylines. Plenty of other games have 
tense, corridor-based sections and plenty unfold 
in open-air arenas. Vehicles and alien weaponry 
play their role in a galaxy of sci-fi shooters and 
with the likes GoldenEye, Timesplitters and 
Quake, consoles are home to games with top 
quality deathmatch options. 

The brilliance of Halo is not in what it 
does, but how it does it. Put simply, every single 
element is tuned so finely, so inch-perfectly, that 
there's no real need for gimmicks. Playing Halo 
makes you glad that so many first-person 
shooters have paved a way for it, and makes 
you realise how few of them really took the time 
to fully exploit their own attributes. 

No sensible discussion of Halo should 
start with anything other than the story. The tale 
of a spaceship under alien attack in deep space 
and a crash landing on an uncharted world 
(albeit an enormous ringworld) doesn't seem 


and the game's restrained use of cut-scenes 
coupled with some major and genuinely exciting 
plot twists ensures its success. 

The quality of storytelling on display 
in Halo is good enough to create genuine >> 


WEIRD SCIENCE: A REAL HALO IS THEORETICALLY POSSIBLE - SPINNING THE RING WOULD CREATE CENTRIFUGAL FORCE AND SIMULATE GRAVITY. SPIN TOO FAST, THOUGH, AND EVERYTHING IS SQUASHED. BE CAREFUL IF YOU'RE BUILDING ONE AT HOME. 


» 
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ON A MISSION: PART 1 


>> FIRST ATTEMPT: "There's an upended jeep there - | 
can flip it over and make good use of it. Good find.” 


X» SECOND ATTEMPT: "OK, this time I'll take this 
beasty's Ghost. Needs an accurate shot though..." 


3> THIRD ATTEMPT: "Right then. This time, |’ 
taking out some of the ground troops with a gun turret.” 


start by 


immersion on its own - before graphics, 

audio or anything technical comes into the 
equation. To play the game is to take part in the 
story, to play a game where the challenges 
presented by gameplay rarely feel artificial or 
contrived. Everything makes sense. 

In recognition of the weak point of most 
video games, Bungie has spent a lot of time 
working on the artificial intelligence of Halo's 
enemies and non-player characters. With the 
opposition in so many first-person games 
making for little more than a high tech duck 
shoot, the joy in seeing how the Covenant 
dodge, retreat, taunt and panic is enormous. 

Never before have a game's frontline 
grunts behaved with such authenticity or guile. 
From running away when their squad is 
depleted, to executing flanking manoeuvres bent 
on catching you from behind, to taking cover 
and pinning you down - the behaviour of the 
enemy is both incredibly canny and realistic. 
Taking them on makes for an experience nearer 


X» "A couple of chaps have decided to join me - this is 
getting better by the minute. Now, let's get the tank." 


» "Now, to grab this rocket launcher, and storm in. 
You're mine this time, Mr Big Gun Tank Boy Dead Man!" 


How a different approach to a situation brings different results... 


3> "Got him, and so got it! Now | can use it to kill the 9» ...or not, as the case may be. Well, 
bad guys before they kill my faithful marine colleagues... 


to close combat than that conveyed by any 
game before now. 

It's not just the Al of the Covenant that 
makes them such an enjoyable enemy to fight. 
Their animation and speech - naturally, all the 
best aliens speak English - are also perfectly 
pitched, capturing the right balance between 
threat and comic relief. 

It's possible that some people will tire of 
watching that last grunt running away with his 
hands in the air screaming, in a panic stricken 
voice, “they're everywhere” or “run away! RUN 
A-W-A-Y!" but it hasn't happened to me yet. 

In creating a believable Al for their 
Covenant race, Bungie would have been within 
its rights to sit back and let Halo revolve solely 
around this axis. Their introduction of a second 
enemy race (the Flood) in the middle levels of 
the game, however, is a masterstroke that works 
on several different levels. 

Leaving aside its value as a welcome 
twist in what is, at that point, a fairly »> 


3> “It seems our ‘team up and bomb at the heavily 
armoured vehicle’ approach has met with failure.” 


f at first you get 
blown to smithereens - try, try again’, as they say.” 


» “At last. That took longer than watching someone do 
the under-a-grand questions on Millionaire. Painful...” 


>> MELEE JOUST 
An amusing game to try 
in co-op or multiplayer. 


Two players have 
assault rifles, and run 
toward each other, 
using the assault rifle 
melee attack as they 
pass. Repeat until 
someone is dead. Well, 
it amused us. 

>> TIP-TOE TERROR 

At certain points in the 
game, you can creep up 
on sleeping grunts and 
dispatch them with a 
silent melee attack. A 
nice touch is that they 
stir and twitch in their 
sleep, making the 
experience that little 
more tense. 


ON H MISSION: PART 2 


X» FIRST ATTEMPT: "The boys have gone ahead; l'Il use 
nightvision - to pick off the enemies from distance.” 


fe BUÜNE EY 


>> SECOND ATTEMPT: “The law of physics say that big 
gun better than piddly one - that turret is mine, | feel.” 


>> THIRD ATTEMPT: "Right, enough pussyfooting - I'm 
storming in with the boys. Cheee-arrrrge!" 


familiar tale, it has significant overall 

impact on Halo's gameplay. 

Having mastered your tactics against the 
cunning, cautious and organised Covenant, the 
Flood presents a totally different challenge. 
These zombie attackers are self-consciously 
brainless. Wave after wave throw themselves at 
you in numbers not seen since the days of 
Doom, often picking themselves off the floor for 
another bite after the first shot fails to see them 
off. Halo suddenly becomes a frantic, sweaty, 
shooting marathon. 

When the final class of enemy is added, in 
the shape of Monitor droids, the four-way face 
off between the Human, Covenant, Flood and 
Monitor forces creates some amazing inter-racial 
rucks. Far from being mere set pieces, these 
enormous conflicts play out according to chance, 
combatant's Al characteristics and the player's 
rush in/hold back tactics. 

With so much going on at one time, it's 
amazing that Halo's game engine doesn't stutter 
but it rarely, if ever, shows the strain. 

Halo's ten level mission structure is vital to 
its storyline, with each level only available when 
the preceding one has been completed. Each 
one is considerably longer than those on 
any console first-person shooter and, 


It's one of the great things about Halo - think first, shoot later 


» "A hunter! A sniper rifle isn't the best weapon for X» "You see, sometimes it doesn't pay to camp in the 
these guys - and he's seen me. Brace yourself, old boy." hills like a girl, with only a sniper rifle for company.” 


just in time - a Covenant dropship has arrived, 3» “Arse. The turret is inaccurate - it's hard to avoid 
carrying yet another wave of troops.” killing comrades as well as enemies’ grenades.” 


X» "That seemed to work, and there don't seem tobe 3» "Here come reinforcements, just as | board the ship. 
any more Covenant troops coming from the ship." Hurrah! To the victor - the spoils! And the next level..." 


SUMMER 


A The game ‘invisibly’ saves at checkpoints - sheer joy. 
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SOmMeERODY TO LEAN ON 


The chance to play through the entire game on two-player... 


X» FIRST EXAMPLE: Here, we find ourselves needing to Using the jeep, Player One blows seven bells out of 3» This tactic works well; the driver can bomb around 
enter a heavily guarded entrance. And we mean 'heavily'. hing that moves. Player Two is wheelman. the entrances while the gunner obliterates what's inside. 


LIENA UE (EI 


3> SECOND EXAMPLE: Another way to approach the 3» Each player takes one side entrance in a hastily 3» You can keep your bloody vehicles and fancy attack 
situation is to go in on foot. Ambitious, but what the hey. arranged pincer movement. It seems to be working. methods. Guns out, pile in; Robert's your father's brother. 


Did we mention the awe-inspiring visuals? 
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.--co-op is nothing short of total pleasure. As long as your compadre can handle his weaponry, that is. 


time (see left) we'll do it again here. Makes sense. 


>> Just because this is two-player co-op, it doesn't mean 3» So here, we make our own way along the bridge. 


»» Since the balls-out, front-on approach worked last 


that the two players have to work together. 


BONUS 
» INFO 


>> LITTER BUGGER 

Be careful with 
grenades - spares lying 
on the floor can be 
detonated by nearby 
explosions, creating 
nasty chain reactions. 
In narrow corridors 
things can get 
particularly nasty. 

>> DEMO A-GO-GO 
Halo's attract sequence 
is stunning - keep an 
eye out for it on demo 
units around the 
country's games shops. 
Showing snippets of 
some excellent 
moments, it really gives 
an idea of just how 
good this game is. 

>> WORLD PARTY 
Your comrades in Halo 
are an international 
bunch. You'll hear 
Aussie and English 
accents among the cries 
of celebration and pain 
as well as the to-be- - 
expected Americans. 


thanks to the Xbox hard drive allowing 

unnoticeable mid-level loading, the only 
breaks from gameplay are the ten loading 
screens at the beginning of each chapter. 

One of Halo's most subtle acts of brilliance 
is the invisible checkpoint system that saves 
player progress through the levels. Rather than 
relying on you to manually save your progress 
as you go - and risk the ‘one step forward and 
quicksave' tactic that ruins so many PC first- 
person adventures - Halo saves progress 
automatically once players pass pre-ordained 
checkpoints. They normally occur in quiet 


moments of play. 


What's clear from the save method is the 
huge amount of playtesting that Bungie must 
have put in, ensuring that each checkpoint is in 


just the right place. 


The pitch of Halo's missions is so perfect 
that you're rarely frustrated by having to replay 
'conquered' areas over and over, only to fail at a 
difficult section right at the end. The lack of 
enforced manual saving also ensures you never 
leave the game experience. This is the way all 
adventure/action games should be made. 

Halo's mission structure is so compulsive 
that it would have been a crime to hold back 
players via game saves. Examples of some of 
the individual moments of brilliance appear on 
these pages, but Halo as a whole is that good. 
Over ten enormous levels, there are maybe only 
two or three places where the action falls below 
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Splitting up helps to confuse the enemy, you see. 


m 


tactically wide open. 


and works brilliantly. 


stop, stand and stare. 


3> One of us charges our plasma pistol and disables the 
Covenant shield with one shot. The other moves in. 


H 
i, 


a consistently brilliant and innovative standard. 
Despite the wide variety of gameplay styles 

on display, everything works in a deeply 

satisfying way; enormous set pieces are actually 


If you fancy a stealth and snipe approach, 
take it. If you want to fight with and protect your 
marine buddies, do it. If you want to wade in 
and cause maximum carnage, help yourself. 

The experimentation that Halo encourages 
in response to the challenges it sets is matched 
only by the methods by which every available 
solution can be carried out. Hijack alien flying 
machines, pilot a tank, snipe aliens from 600 
yards, stick plasma grenades onto Covenant 
commanders - almost every idea, every tactic 
you dream up in response to the game works, 


In the normal run of things, a review of a 
game that looks this stunning would open with 
details of bump-mapping, anti-aliasing and all 
the other visual tricks unfurled by Xbox. It's a 
mark of Halo's gameplay brilliance that its 
superb graphics are not the major talking point. 

But there are moments in the game, 
particularly in the outdoor sections, where the 
view is so magnificent you just can't help but 


Grass has never looked finer, trees are 
modelled down to the individual leaf and the 
texture of rocks can be examined with the 
sniper scope from 200 yards away. Explosions 


X» Player One's battery has run down, so Player Two 
resorts to that time-honoured death giver, the bullet. 


X» Having finished off the top tier, Player Two can pop 


down to the lower level to finish off the stragglers. 
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Flood are blown up across your field 
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shake the screen - aided immeasurably by the 
Dolby 5.1 surround sound - as Covenant and/or 


of view, 


and drop ships that appear initially as a speck 


on the horizon arrive in screen-filling glory. 


and thousands of yards away. 


extremely hard act to follow. 


During the early stages of the fifth level, 
the view from a bridge across a chasm seems to 
go on forever. Ninety minutes later when - on 
the same level, damn it - you find yourself at 
the bottom of that vast chasm, looking up in 
awe to where you were stood all that time ago 


There's not a glitch or hiccup to upset the 
perfect suspension of disbelief so lovingly 
crafted by the game's story and mission 
structure. Graphically - as with every other 
aspect of its design - Halo is going to be an 


Halo gives so much in single-player mode; 
it would be entirely forgivable for it to offer only 
an afterthought of a multiplayer mode. But like 
some restless, perfectionist superbrain, the 
notion of any half-measure in Halo was clearly 
too much for Bungie and the two-tiered 
multiplayer mode included with the game is 
one of the finest any of us on the Official 
Australian Xbox Magazine have encountered. 


First off, it's possible to play through the 


of simultaneous two-player action is 


entire game in two-player split-screen mode. 
Combining the brilliance of the single-player 
challenge with the extra tactical element 


HALO 


HANGING ON A ROPE: BUNGIE JUMPING ORIGINATES FROM SOUTH PACIFIC TRIBES - WHERE JUMPING FROM A TREE WITH A VINE WRAPPED AROUND THE ANKLES IS CONSIDERED AN IMPORTANT RITE OF PASSAGE FOR YOUNG MEN. 
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PLURAL PLEASURES. 


SUMMING UP THE genius that is 

Halo's multiplayer mode is 
impossible in this small space. It 
effortlessly beats the likes of the highly 
rated GoldenEye on N64 on every single 
level. The arena design is peerless; the 
amount of different games you can play in 
them almost limitless. In particular, using 
vehicles alongside teammates is utterly 
fantastic. Setting up a LAN for the purposes 
of more-than-four gaming is simplicity 
itself, and not that expensive either. We'll 
show you how next month in Issue 02. 
Meanwhile, here are some game types 
that'll soon be keeping you up until 4am. 


1 ELECT PROFICE 


Jon 


>> NOTICE ED in the bottom right-hand 
corner - he's deciding whether or not to 
play. He's not that bad, honest 


>> SLAYER/SLAYER PRO: Standard 
deathmatches, with a 15 or 25 frag limit. All 
weapons available, all tactics permitted. 


Multiplayer chaos 


3> ODDBALL: Grab the skull and hold on to 
it for as long as possible, while 'they' try to kill 
you and take it for themselves. 


>> CAPTURE THE FLAG: Classic, tried and 
tested game, rarely executed with the panache 
evident here. Best played with big teams. 


>> STALKER: Plays like tag, with ‘it’ invisible 
to other players. The invisible person scores 
by killing others; those others must kill ‘it’. 


>> TEAM SLAYER: Same as Slayer, but with the 3> BESPOKE GAMES: We invented Rocketball 


added bonus of teammates. Warthogs, Ghosts 
and Scorpions are available too. Superb stuff. 
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D arguably one of Halo's defining moments. 
It's all the more impressive when you 
realise that on Legendary setting, the extra 
firepower provided in co-operative mode is 
practically the only way to progress through the 
level. The sheer hardware power of Xbox 
ensures that even in the largest of the huge 
outdoor arenas, the frame rate issues that 
dogged games like N64's Perfect Dark don't 
plague Halo. It's perfectly possible to become so 
wrapped up in two-player co-op that playing the 
game any other way seems a lesser experience. 
The second aspect of the multiplayer mode 


MULTIPLA 


- a Team Oddball game with the rocket 
launcher as the only weapon. It's carnage. 


ie 


Y | 


is, of course, deathmatch and it's here that 
Bungie's heritage as a Mac and PC developer is 
exploited to the full. 

Twenty six game modes are included as 
standard, from straight deathmatch and capture 
the flag, to bizarre ‘rally’ games and king of the 
hill. The 13 arenas on offer are bespoke designs 
specifically for deathmatch and display the 
elements of design that only people steeped in 
the heritage of online multiplayer gaming are 
capable of understanding and including. 

For perhaps the first time ever, two-player 
deathmatch is a viable, entertaining option - 
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N We're yet to find any kind of graphical glitches. It's soooo perfect... 
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the early days of the magazine when we only 
had two pads it provoked ‘winner stays on’ 
queues normally seen only around pool tables in 
the pub. 

It goes without saying that the three and 
four-player options are even better, but the game 
really comes into its own on machine link-up 
play. Plugging Xbox consoles into a LAN network, 
effortlessly linking them and then indulging in 
multiplayer matches is the best experience that 
any console has ever delivered. 

In fact, the multiplayer aspect of Halo 
almost merits a review in its own right. 
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NA Needler is no use whatsoever against a drop ship, but need(ler)s must. 


>> amy 


>> INFORM US NOW 
Invented a great new 
multiplayer game in 
Halo? Let us know 


>> HONEST, IT'S NOT 
Halo was not inspired 
by, but is uncannily 
similar to, the world 


» The ability to use vehicles (the Ghost, 
Warthog and Scorpion), the teamplay, 

the custom feature that allows you to create 

your own unique game set-up, the fact that even 

with the screen split into four there's barely a 


drop in graphical quality and only rarely a POWER 


^. THE VERDICT 


stuttering frame rate... 


Wrings every last scrap of power 


4 GOOD POINTS 


How many times can ‘brilliant’ be used 


| from Xbox. Unsurpassed graphics, 


about it - we'll be 
recommending the best 
ones in a future issue. 
Emails to 
staff@oxm.com.au 

>> NOW YOU SEE ME 
The invisibility power- 
up is found 
occasionally in the solo 
missions, but comes 
into its own in 
multiplayer. Downing 
someone with a melee 
attack whilst invisible 
is one of Halo's 

magic moments. 


created by Larry Niven 
in his well-received sci- 
fi novel, Ringworld. 
Worth looking into to 
fill the void once you've 
beaten Halo on 
Legendary, perhaps. 
>> ON THE WEB 

For a plethora of Halo 
titbits, visit 
www.bungie.net, the 
official website of the 
game's developer. 


before it loses its punch? Better ‘life-defining 
moment" 'One of gaming's finest hours'? How 
about ‘totally f***ing superb'? For the first time 
in my life, it's been extremely difficult to convey 
just how much I've enjoyed a game. 

But in the interests of balance and 
tradition, here's the 'niggles' bit: 

One: a lot of the interior section graphics 
are fairly repetitive (although their design is 
actually cleverly altered to change the tactics 
required to progress). 

Two: Some post-level GoldenEye-style 
carnage report, possibly during the loading 
screen might have been good (although it might 
have distracted from the storyline somewhat). 

Three: According to Paul, the Covenant foot 
soldiers ‘look and sound a bit silly’ (he's wrong). 

Four: The multiplayer levels might have 
benefited from the inclusion of computer- 


Al, sound and mission structure. 


STYLE 

Compelling story, perfectly judged 
challenge, huge tactical diversity - 
an unblemished gaming journey. 


| 

| 

IMMERSION m 

| From beginning to end, it's more 4 
experience than mere game. Y 
Impossible to leave unfinished. 


LIFESPAN 
Begs to be replayed on every 

| setting and mode. Multiplayer 
game will entertain, well, forever. 


and witho 
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Quite simply, a masterpiece, 


the best games ever made. 
Welcome to Xbox... 


BRILLIANT STORY 
UNMATCHED 

LEVEL DESIGN 
GRAPHICAL 
EXCELLENCE 
SUBLIME TACTICAL 
DEPTH 
MULTIPLAYER GOOD 
ENOUGH TO LAST 
FOR MONTHS 


ut question, one of 


GAZINE SCOR 


controlled 'Bots' as enemies. Five: It ends. 
That's it - any more would be like 
criticising Jesus for having dirty sandals. 
Play Halo and change the way you feel 


about games. It's one of the best five S 


2.7 


video games on any format, ever. 
Play Halo and change your life. 
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HIS IS THE 21st century, you 

know. Racing games no longer 

have only two cars, three tracks 

and painfully rubbish music. 

Nowadays we want more - 

much more. Bizarre Creations’ 
Project Gotham Racing is an indicator of just 
how much more demanding we are than our 
primitive two-car, three-track 20th century 
ancestors ever were. 

Twenty nine shiny sports cars from top 
manufacturers like BMW, Aston Martin, Honda, 
Mitsubishi, Ferrari and Porsche. Over 200 
circuits set on the accurately mapped-out streets 
of four major cities. A massive mix of music by 
top recording artists. 

Hundreds of races and challenges. 
Rewards for flashy driving. Brake discs that 
glow red-hot. TV-style replays. Customised 
crash helmets. Personalised number plates. 
Visible car damage. Actual engine recordings. 
Four-player mode. The new Mini Cooper. 
More, more, more! 

Project Gotham Racing has the lot and, far 
more importantly, it's got a heart of solid video 
gaming gold beating away at its core. And you, 
being one of the 21st century's most 
demanding gamers, want it. 2» 


>> SLIDE: Steer into a power slide and 
keep control for as long as possible, 


3» CLEAN SECTION: Get through any of 
the timed sections without penalties. 


SHOW SOME RESPECT 


»» 360: Quickly spin your car through a 
full circle without hitting a wall. Tricky. 


3> TWO WHEELS: Even if it's for a split- 
second, you get a small Kudos bonus. 


t 
TO vm ema 
4 


N Check out the way the sunlight illuminates all the tiny lumps and bumps on the tarmac. Mmm. 


> Even though Project Gotham Racing has 

more than 200 circuits set in real city 
streets, loads of flashy cars, amazing graphics 
and all the rest, the thing that makes it a stand- 
out racing game is the way it feels to play. It's 
not because the cars handle exactly like the real 
things, though - it's because it feels like a cross 
between a serious simulator and a nuts-out 
arcade racer, with all the best bits of each type 
of game put together for maximum fun. 

This means you can really throw the cars 
around and, with a little practice, keep complete 
control of them even when they're being pushed 
right to the limit. Even better is the way the 
whole game is designed around this limit- 


pushing, with the Kudos scoring system 
rewarding you for every last bit of extreme 
driving. It stops Project Gotham feeling like 
every other driving game, where you just get to 
the finish line as quickly as possible and move 
on to the next track. Many of the stages here will 
take hours of intense play to get anywhere near 
beating the gold medal targets. 

You'll need to find the car that best suits 
the challenge and your driving style, plus all the 
places where you can pick up extra little bits of 
Kudos to make high-scoring combos. For some, 
this may be too much effort to attempt, but for 
everyone else it creates an enormously 


challenging and satisfying experience. > 


DBD OFFICIAL AUSTRALIAN «Ox MAGAZINE 


Kudos points are yours when these moves are mastered 


>> OVERTAKE: Simply get past another 
driver to earn ten Kudos points. 


leave the ground, Kudos is awarded. 


>> BIG AIR: If all four of your car's wheels 3> COMBO BONUS: Successive Kudos 
bonuses combine to make a bigger score. 


3> CONE GATE: In Arcade mode, pass 
through one of these for five Kudos points. 


oD» 


PROJECT GOTHAM RACING EL 


WISH YOU WERE HERE Racing in the UK, west coast US and Japan 


UK 
Racing around on London's higgledy-piggledy streets are enormously challenging, but highly rewarding with the high-powered sports cars. 


72/4 52 
»» ST JAMES' PARK: Mixes high speed sections near Buckingham >> TRAFALGAR: London's ramshackle West End roads lead to lots of 
Palace with rally-style, gravel pathways through the park itself. bumpy, edge-of-the-seat high speed racing. 
USA 
Tracks between San Francisco and New York have a completely different feel between hilly landscapes and massive towering skyscrapers. 
BONUS 
INFO 


3x 46 
6th 


1:43.932 


14.0 


»> 
3» WALL STREET: Lots of thin roads weaving around the bases of 3> TIMES SQUARE: While you can pick up lots of speed here, beware 
skyscrapers makes the Wall Street circuits some of the toughest. of the raised manholes and bumpy road surface. 
JAPAN 
It's a busy, neon world of shiny towers surrounding peaceful, traditional temples. The airwaves buzz with sounds of chirpy pop and high-energy rock. 

* 

»» 
X» ASAKUSA: Long, fast highways mixed with tiny, fiddly back streets »» SHIBUYA: Fast, smooth roads whizzing through, around and under 
make Asakusa an area that demands practice. the middle of Tokyo's trendy entertainment area. 

F 
ad " 2 it 
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* 


^* Your Kudos counter only resets if you hit a wall, so using other cars for ‘braking’ is fair play. 


> The scoring system itself is one of the 
main factors in making Project Gotham 
so much fun to play. It may sound silly, but 
works a lot like TV quiz-tacular The Weakest 
Link. You may pull off an amazing power-slide 
worth 50 Kudos points, but you don't actually 
earn the points until you ‘bank’ them by staying 
mistake-free for a couple of seconds. 

If during these few seconds you manage to 
do another Kudos-earning trick, your point score 
keeps going up, giving you another few seconds 
to do another trick. And another. And another. 
All the time you're linking scores together like 
this you risk losing the whole lot with just one 
little mistake - no time to blink, no time to 
wonder why your heart's pounding so damn 
quickly. It's compelling, thrilling stuff. 

Obsession can easily set in with certain 
challenges. You might be able to see how you 
could earn the required amount of Kudos, but 
actually doing it is another matter. Most of the 
tricky gold medal targets leave no room for even 
the smallest of mistakes. Doing a perfect two- 


» e 


and-a-half laps and then clipping a wall with 
your back end will almost certainly result in a 
scream of frustration, a ‘restart race’ and a ‘yes’. 
This can easily go on all day and all night, 
through gritted teeth and tear-filled eyes because 
you absolutely, 100 per cent know that you can 
beat that blasted score. And there are hundreds 
of these challenges to get through. 

There are three main game modes. Quick 
Race is 16 straight races against five other cars, 
with third place or better needed to progress to 
the next race. Arcade Race sees you weaving 
around cones on a further 16 stages to build up 
Kudos, and Kudos Challenge involves doing all 
kinds of skill-displaying things. For ages. 

The latter is a massive series of more than 
100 separate challenges. You work your way 
through 12 chapters, competing in races and 
one-on-one battles, going for best laps, highest 
average speeds, top Kudos scores, and whatever 
else the game chooses to throw at you. You can 
even make the challenges more difficult 
for yourself in return for more Kudos. 
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PROJECT GOTHAM RACING 


N Racing high-powered sports cars through Leicester Square - the stuff of dreams. 


D This means that there's always something 

to do in Project Gotham; there's always a 
challenge to do that you haven't completed to 
the very best of your ability. Every last bit of 
Kudos earned in any mode is added to your 
total, so there's forever a reason to play, even if 
it's just winning an early race again for fun. 

Bonus features are unlocked constantly as 
you play, too. After a set number of hours 
played, miles driven and Kudos earned, you're 
given extra cars, circuits and game modes. All of 
these combine to make Project Gotham a game 
that's always worth playing. 

The graphics are generally great, though 
there are bits that look better than others. The 
cars are fantastic, with real reflections of the 
cities gleaming on their bodywork - an effect 
that's never been so realistic in a video game. 
Just look at the screenshots to see how detailed 
everything is, right down to the accurate badges, 
the drivers reaching for the handbrake - even 
the wing mirrors working properly. 

Most areas of the cities look great, too, 


^* Get right behind other cars to admire the detail on them. Look! Real reflections! 


a 


ooo0000g 
55 


with every last building in exactly the right 
place. Some of them look a bit flat at times - 
like big cardboard boxes with photos stuck on 
the sides - but the effect of having a whole, 
realistic-looking city stretching out before you is 
extremely impressive. Great special effects such 
as sunlight reflecting off the tarmac and brake 
lights turning red streaks of falling rain add to 
the look in a beautifully subtle way. 

Sound is another area where Gotham 
excels (even though the cars don't have 
honkable horns). Engines roar, Big Ben chimes, 
gravel clatters in your wheel arches, and real 
radio DJs introduce a massive selection of 
licensed tunes - even your own, if you have 
some on the Xbox hard drive. 

But, the lavish attention to detail and 
enormous amount of game packed onto the 
disc aren't what make Project Gotham Racing 
so special. It's the way you'll build a special 
bond with the handling of your favourite 
car, and then push it - and yourself - to 
the absolute limit. Kudos all round! 


N Circuits driven at sundown like this mean lots of long shadows across the road. 


AFER NERDICT 


| POWER 


Everything moves so smoothly, 
with incredible reflections and 
gorgeous lighting effects. 


STILE 


This has obviously been put 


| together with hard work and 


passion. Superb overall feel. 


| IMMERSION 


As soon as you get a feel for the 


| handling, you're in - and you're in 


deep. Eventually, it will own you. 


| LIFESPAN 
| Even if you play all day, every day, 


it'll take weeks to complete 


| everything. Months, more likely. 


GOOD POINTS 


BELIEVABLY TRICKY 
BUT REFRESHINGLY 
FUN HANDLING 
AWESOME GRAPHICS 
LOADS OF CHALLENGES 
TOP MUSIC SYSTEM 


BAD POINTS 


NO HORN TO HONK 
WHILE YOU'RE RACING 
SOME FLAT BUILDINGS 


An epic racing game blending 
accuracy with entertainment. 
Daunting at first, but rewards 
with masses of enjoyment. 
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> ISSUE Ol OBS 


N Stating the obvious, but is there a better looking beat-'em-up? There's a quality fighting game behind these good looks, too. 


Reach out and touch someone. With a Rentotsu- 
Rensen to the upper body - it's right for your fights. 


WORDS: STEVEN BAILEY 


GAME INFORMATION 
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EN YEARS FROM NOW, 

when video games have finally 

emerged from their uncertain 

puberty, things could be really 

different. Nintendo could have 

the monopoly on everything 
that goes beep. Sega may have invented a 
driving game operated by your eyelashes, or 
Kelvinator may have cornered the handheld 
market. Your Xbox could be making your 
morning cuppa. No one knows. 

One thing is assured - whatever the format, 
we'll still be playing beat-'em-ups. There's the 
timeless appeal of two well-sculpted athletes 
going at it as Mother Nature intended, bare- 
handed and clad in tight, gaudy clothing. One- 
on-one beat-'em-ups are the most attractive 
statement of the multiplayer urge. 

What better way to prove your superiority 
than piloting a revenge-agenda ninja-assassin 
whose approach to conflict resolution is to hit 
until the yelping stops? 

At the current time, the best way to do that 
hitting is on Dead Or Alive 3, the latest 
instalment of Tecmo's franchise and a flagship 
Xbox title. The Dead Or Alive series has a 
reputation for being the tabloid of beatꝰ em- ups, 
preferring pretty faces and heaving chests over 
content to pull in the punters. 

But this is misleading: while it does contain 
a bevy of tiber-chested honeys and soap opera 
stereotypes, it also has a deep and complex 
fighting system that gives loads of scope 
for skillful - and stupidly fun - play. 


; 


DEAD OR H. N EQ Y 


NNN 


head in 


> There are two things said about every 

beat-'em-up, statements bandied around 
even when a fighting game is gestating inside 
Mrs Developer's tummy, but which almost never 
stand up in the final analysis. The first is this: 
that the fighting arenas will be detailed enough 
to have a significant effect on the outcome of the 
match. That your choice of stage is as important 
as your choice of character. 

Well, in Dead Or Alive 3, this is actually true 
- more so than ever before, honest. Anyone 
familiar with DOA2 will be well acquainted with 
fights that often spill over the edge of a cliff or 
crash through a plate glass window, only to 
continue after the dust has settled. There's a 
similar thing going on here, but its contribution 
to match result is so much greater. 

The scenery in DOA3 is fragile and a lot of it 
shatters to accommodate the bone-crunching 
matches. The game is also filled with naturally 
uneven arenas. The forest level, for example, is 
littered with ditches, clumps of autumnal leaves, 
a trickling stream and several tree trunks, the 
latter of which make for excellent turnbuckles 
and provide cover when you want to hide from 
the nasty man with the big hands. 


ARN 


or move in for a snog? 


AN 


It's hard to tell. 


The interaction between player and 
environment is unprecedented. It's more of an 
evolution than a revolution from previous DOA 
titles, but it's the most beautiful and detailed 
example to date. 

The realistic and multi-layered 
battlegrounds (see page 068) make for really 
pleasurable and interesting scraps. Never again 
will a beat-'em-up be allowed to get away with 
drab, featureless backdrops. 

Just where the fights are staged really does 
ask for differing strategies. Slamming the enemy 
into a slab of rock or flinging them off a roof to 
the courtyard below does a hefty amount of 
bonus damage, adding extra sting to a combo. 

Fighting in a tight corridor can be deadly - 
button-bashing beginners can pin you up against 
the wall and slap a whole energy bar away with 
two well placed Punch-Punch-Kick flurries. 

It's patently clear that this game is running 
on a bleeding edge games machine; the beach 
features a lapping tide, flocks of baying seagulls 
circling overhead, palm trees bending in that 
funny way that real palm trees do. 

Detail, detail and more detail - if 
DOA3 can be said to advance the genre 2» 


> ISSUE mpi OBS 


FOXY BOXING: WHO WOULD WIN IN A FIGHT BETWEEN STEPHANIE MACMAHON AND BRIGITTE NIELSEN? STEPH'S SUPERIOR BULK WOULD OVERCOME NIELSEN'S HEIGHT/WEIGHT/BOOB ADVANTAGE, WE RECKON. 


GIRLS ON FILM 


End sequences are beautiful FMV clips of unprecedented visual quality 


X» Lei Fang spots some bad men down an alley causing a ruckus. X» "Ah, my pretty. You are no match for several strapping thugs with knives." 


X» "That's not a knife," etc. Lei Fang gives it her best smack talk. »» "And if you squeal to the cops, I'll use this finger to open up a world of pain." 


N Hitomi - apt name for a fighter. It'd be great if her surname was Ifyucan... 


» of fighting games, it's in the visual impact rarely-fulfilled boast of fighting games - that the 
and the quality of the on-screen content. control method is tangible enough to prevent 

Drop-kick an opponent kidney-first into the newbies from kicking the arse of a seasoned pro 

side of a giant fish tank and watch the marine just by hammering away at the face buttons. 

life dart about in panic. Paving slabs crumble, DOA3 really does allow good players some 

leaves tumble, asses wiggle, boobies jiggle, and defence against the threatening lottery of fists, 

puddles splash. It's not incidental detail or tech- feet and jammy defeat that an underdog 

demo cosmetic fluff - it's important. beginner can inflict. Honest. 


Equally important to DOA3's winning mix is The game features a brilliant counter 
that it can rightly claim to contain the second, system that's implemented with the push D 


DBB OFFICIAL AUSTRALIAN «Ox MAGAZINE 


Slam someone into the electrified fe: 


N Tag team battles can be confusing if all the fighters are blonde. 


of a button in conjunction with the 

directional pad. Most counter moves in 
beat-'em-ups are awkward techniques that make 
tying your shoelaces one-handed look easy. 

But the simplicity of the counters in DOA3 
means that it's easy to include them in your 
bouts. Of course, with countering so 
straightforward, some pad-mashing flailers may 
swiftly get the hang of them, but your superior 
combos of high kicks and low blows should 
soon see them horizontal. 

Expect your games-illiterate opponents to 
sometimes crush you, though - there's no 


nces for incredible pyrotechnics and a lovely load of extra damage. Just look at the detail on the characters here - it's in-currrrr-redibull! 


defence against that kind of random madness in 
any video game design document, ever. 

So, you might be wondering with all these 
positive vibes in the air, what's the problem? If 
DOA3 is wonderful enough to redefine beat-'em- 
up gameplay clichés, why isn't it getting full 
marks from the judges? 

Well, the biggest complaint is not with the 
actual game - it's with the Xbox controller. As is 
the case with a beat-'em-up, your character is 
moved with the directional pad. Unfortunately, 
we've yet to use an Xbox pad of any make which 
is as precise as those on pads of other consoles. 


N On the final level the whole fight is viewed through a heat haze. 


While it's functional, finding those all- 
important diagonals in the heat of a showdown 
can be tricky; at times, fiddling with the 
directional pad feels like trying to push a half- 
chewed toffee down the plughole. 

And though it's possible to swap the 
function of the face buttons to whatever 
configuration you feel relaxed with, they aren't 
perfectly suited to the level of button-switching 
dexterity required in a one-on-one beat-'em-up. 

However, when you're wrapped up in the 
act of smashing in a friend's head with 
the business end of your onscreen legs, > 
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A MINI AONENTURE A rough guide to Lorilei, Helena's stately mountaintop hideaway 


X» SCRAPS BEGIN here on the balcony, overlooking the entire castle grounds. >> Take a tumble over the railings, and the fight continues in this patio area... 


; oM Be EC, — . A 
X» Disturb palm trees on the beach, and coconuts fall. 


>> Rock formations in the Lost World can be shattered. >> Knock someone out of the DOATEC HQ and this happens. 
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DEAD OR ALNE 3 


^^ It's more than just an ‘ooh’ moment; use the scenery wisely in the right places and your win ration will increase. 


» gleefully pounding away at the buttons 
like a lab monkey earning his daily 
cigarettes, cosmetic detail is all you need. THE NIEFDIC T 
Hurl someone against the wall, and 
they will make a jaw-splitting impact before 
flopping to the ground like a sack of defeated POLUER 
meat. Punch them in the head, and they will A visual benchmark. Striking, ^ 
stagger back clutching at their face. Give breathtaking levels populated with BEAUTIFULLY CRAFTED 
someone a nasty kick in the shins, they will superbly animated fighters. CHARACTERS AND 
begin to lose their balance; give them STUNNING STAGES 
another one and they will tumble to STYLE SIMPLE TO PICK UP, 
the mat every single time. immaculately curved mannequins INSTANTLY ENJOYABLE 
Never before have combatants and in gorgeous locales, wearing 
environments felt so solid and real, and clothes to make your Dad blush. a BAD POINTS 
interacted so well with one another. It's one of a 
the main reasons why we can safely say that IMMERSION i FEW HIDDEN 
Dead Or Alive 3 is worthy of your hard-earned Instant enjoyment from the outset. CHARACTERS 
time and money. Easy to pick up, but a bit too easy FIDDLY WITH REGULAR 
Here are more: impressive fights are easy to to put down thanks to pad layout. XBOX CONTROLLER 
achieve, combos and counters are simple to 
perform and a joy to pull off. This is loud, brash 
and supremely showy entertainment. You can't 


GOOD POINTS 


LIFESPAN Accessible, slick and as 


ask for more than that from a beat-'em-up. mn up Op Men s satisfying as any boat em up. 
There's a chance that grizzled veterans of ee, whic ac Tekken is cooler, Virtua Fighter 
DOA, Tekken and Virtua Fighter won't find boosted by many modes and extras. HY 
anything more significant here than an audio- — 
visual boost and some entertaining subtleties. FICIAL 
But they are grizzled. And veteran. 
It's like this - for proving that you are the 
best, that you are the one in charge, that you are 
the alpha male, that any receptive females in the 


vicinity are yours, DOA3 is king. It's at the 
pinnacle of perhaps the most-loved and O 


AUSTR 


ALIAN XBOX MAGAZINE 


[3 SEEDY ROM: TECMO RECENTLY BEGAN LEGAL PROCEEDINGS AGAINST A JAPANESE SOFTWARE COMPANY WHO RELEASED A HACKED VERSION OF DOA2, FEATURING NUDE CHARACTERS. 


most-played genre in video games. 
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N Planners of rally games take note: this is the level of detail and graphical excellence you need to attain. It's top-notch. 


A vintage experience, with the authentic whiff of 
petrol and dirt. Off-road, but bang on the money. 


RALLISPORT 
HALLENGE 


WORDS: JON ATTAWAY 
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IRACE TIME 


01:09.78 


ICTURE IN YOUR mind, if you will, 
that the Xbox launch is in fact a 
huge group wedding. Maybe lots 
of friends have decided to pool 
costs and have a joint big day. It 
does happen. Anyway, there's a 
live band, four tiers on the cake, everything. 

And at this ‘wedding’, the big launch games 
are brides - they've been ready for months, 
preening themselves for the biggest day of their 
lives. They're the stars, everyone's waiting for 
them - they're basking in the limelight. But it's 
every game's dream to look the part. 

Rallisport Challenge, though, isn't like 
those brides. It's shy. It's still getting ready five 
minutes before the wedding. It's doing its 
lipstick as it runs down the aisle, dress tucked 
into expensive new pants, with half the 
congregation staring and tutting. But come the 
end of the ceremony, when the randy uncles are 
cracking on to the brides maids, they'll all look 
at Rallisport Challenge and forget about the last- 
minuteness of it all. Everyone will remember the 
impact it made on that special day. 

Yes, come March 14 Rallisport Challenge 
will be sneaking in unannounced alongside the 
likes of Halo and Project Gotham as part of the 
swollen Xbox launch list. And despite the lack of 
fanfare, it's one of the most impressive 
and fun games on the system so far. 


y. 


RENEWS 


t t a AN ANA ANNAN, 


3" 4 


"PROGRESS 


| RACE POINTS | 


x a " — Position Ist 
eee Mi. Car Damage 17 % 

jiu Race Time 02:25.58 
Top Speed 210 kph 


Total 


Race Points 


@ Back 


À Continue 


First thing's first - the Safari rally eases the player in with wide dust tracks. »» Points are awarded for several different areas of your performance. 


eee H eee 


OS 


prn 


Great driving, youjwon the event! 


PODLTY, 
tion Bonus 


Press A for event selection 


4 Continue 4 Select @ Back 


Race well in each rally, and you'll see this screen a fair few times. »» That rally earned 2986 points - Expert tracks are opened up after 12,000. 


> The With the game making its debut at the 
Peugeot 206 Australian launch of Xbox, it's not 

in all it's surprising that it's been overshadowed by 
custard- the established stars of the US launch, 
coloured with only a few screenshots indicating 


what was on the way - a highly 
detailed, graphically stupendous 
racing game. Such meticulously 
presented tracks and cars might 
have misled some into thinking the 
game is a po-faced rally sim, 
though, when really it's an 
arcade racer. 
Accordingly, the staple 
ingredients of a great arcade 
game are to be found here. 
Graphically, it's superb - at times 
astonishing. The game begins with a set 
of gorgeous safari tracks, which surpass 
anything seen in rival rally games. Realistic, 
cracked mud shows off the high texture quality 
fast becoming a staple of Xbox games, while 


and beautiful. 


IT'S A DIRTY JOB...: DESPITE BEING BORN SOME 350 YEARS BEFORE THE INVENTION OF THE CAR, SIR WALTER RALEIGH SET A PRECEDENT FOR MUD-LOVING MOTOR ENTHUSIASTS BY PLACING HIS CLOAK IN A DIRTY PUDDLE FOR QUEEN ELIZABETH TO ROSS OVER. 


individual blades of tall grass are visible, "m 
2» 
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mAxX TRACKS 5 Four variations on the rallying theme 


RV Ed 4 FnAcc time —— 5050 4 V | TRACE TIME 
02.13. 3 . 00,708.87 
PROGRESS u , PROGRESS T 


D pu og « í [7171 


»> RALLY: This involves a point-to-point burn along a closed public road. Even for 
the best of the best, it usually involves the odd high speed crash or three, too. 


AAA ATA TAI 


»» HILL CLIMB: Select a stupidly powerful car and take it on a point-to-point 
thrash on a mountain road. Some cars are designed to be specialised hill climbers. 


AP OS 2: 4 


LAP t 5 


»» ICE RACING: This involves racing on- yes - frozen water, with a variety of » RALLYCROSS: More circuits, this time with a dual surface like tarmac & gravel. 
slidey circuits to choose from. Sliding perfectly around a long bend feels great. Purpose-built for racing against other cars, they're excellent for multiplayer races. 
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> The cars look equally good, with details Rallisport Challenge feels - very much like it 

like flaming exhausts and smashing lights did in that seminal Sega arcade game. When 
being used to good effect. And despite the the tracks begin to narrow, and the turns get 
abundance of detail, everything moves at an hairier, you'll find yourself crashing 
impressively fast, smooth rate - the in-car view spectacularly time and time again. But 
in particular showcases the blisteringly fast pace. crucially, you won't want to stop 

The handling of the cars, too, is arcade- trying to master those tough 

like, and it's here that the game may irritate courses, and nailing the 
some players. The cars feel a bit light and problem turns, because 
insubstantial, making it hard to judge tight, it's so much 
narrow corners at full pelt. fun to play > 


Happily though, this doesn't prove to be 
too much of a problem - it just means that the 
game plays more like the Sega Rally series 
than one of Colin McCrae's outings on 
PlayStation. That's not a problem for us, 
and anyone looking for a fast, fun 
racer will have no complaints. But the 
handling may disappoint those 
petrolheads on the lookout for an 
authentic rally experience. 

Sega Rally is a good point of 
reference, in fact. Balancing 
your car through a long, 
graceful curve in 
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RALLISPORT CHALLENGE 


and OF A 


PROGRESS 


^* There are more than 25 licensed cars, including this Lancer Evo 6. 


01:20.30 


4 A fitting paint job tribute to a fine machine. 


DOWNTOWN 
OR DIRT2 


What's it to be then - Project 
Gotham or Rallisport Challenge? 


Racing fans now have a tough choice 

between Rallisport Challenge and Project 
Gotham Racing come March 14. Effectively, it 
comes down to a straight decision between 
rallying and street racing. Both titles qualify as 
Xbox Elite Games, and as such it'd be nice to 
have them both. Oh, the agony of choice. The 
shiny urban loveliness of Gotham versus the 
off-road joys of Rallisport. Shiny versus muddy. 
Streets versus country lanes. 


Before long you'll experience the thrill of 
2 putting together an excellent time on a 
tricky course. And it really does feel thrilling - 
Rallisport Challenge is one of those games that 
never fails to get the adrenaline flowing. Which 
is a good job, because as you make your way to 
the upper levels of Rallisport mastery, the game 
gets very hard. 

We're good at driving games, mind you, so 
when we say hard, we mean diamond-tipped, 
sealed-in-bullet-proof-titanium hard. In Beginner 
mode, you can get away with the odd wipeout 
or two and still do well, without making things 
feel too easy. After that, prepare for one hell of a 
challenge. At least there won't be any legal 
trouble with being described as a "Challenge". 

Where Rallisport Challenge really excels is 
in its brilliant multiplayer mode. In two-player, 
it's just as fast and detailed as single-player; 
amazingly, the same goes for when three and 
four players get involved. It's easily the best 
multiplayer racer on Xbox, since Project Gotham 
is sluggish when more than two people play. 

All that's on offer is a traditional, first-past- 
the-post split-screen race (on any track unlocked 
in the main game) but it's so well executed that 
we've found it difficult to stop playing whenever 
multiplayer mode is selected. 

Ultimately, Rallisport Challenge is a bloody 
good arcaderally game. Caressing an absurdly 
powerful motor though a tricky bend on the 
limit of control is brilliant, and there's a 
large number of stunning courses on 
which to do it. An Elite game for sure. 


RACE TIME 


POWER 

A powerhouse - does more to 
show off the power of Xbox than 
almost any other game so far. 


STYLE 

Tremendous visual impact - see 
the way that the sun shines on an 
ice track and die happy. 


IMMERSION 

Whatever you desire - the intense, 
speedy racing lends itself to three- 
minute or three-hour sessions. 


LIFESPAN 

Big variety of gameplay and a 
tough career mode means there's 
plenty to keep you occupied. 


L AUSTRALIAN 


XBOX MAGAZINE SCORE 


GOOD POINTS 


* HANDSOM 
+ EXTR 
NG 
* BEST MULTIF 
RACING GAME $ 
ON XBOX 


BAD POINTS 


L TOO LIGHT 


co} | | | -» 


An excellent, searingly fast rally 
game. Handling niggle can't 
spoil the ride, which is heartily 
recommended. Buckle up... 


> MONEY TO BURN RUBBER: A NEW SUBARU IMPREZA WRX STI Vil COSTS AROUND $45,000. AN XBOX AND A COPY OF RALLISPORT CHALLENGE WILL SET YOU BACK AROUND $750. PLUS, THE INSURANCE IS CHEAPER 
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^* There's no denying that it looks lovely - but the gameplay doesn't quite match up. 


ND THEY'RE OFF... 
Running about is great fun. 


Driving? Pah! Who needs four wheels when Kids know it, ostriches know i 


7 H 2 H and escaped convicts know it. 
two pumping legs will get you over the finish line. vias aon a 
professional athlete, in 
which case running about is your job. 

Luckily for the twitchy adrenaline abusers 
out there, Crystal Dynamics have attempted to 
capture the playground lunacy aspect of running 
about like a nutter with Mad Dash Racing. 

It's an on-foot scramble through a variety of 
sprawling courses against a knowingly crazy 
bunch of cartoon opponents, featuring the usual 
comedy racer standards. Dodge hazards, hoard 
power-ups, prowl for short cuts and take out 
the competition at every available underhand 
opportunity. You know the drill. 

The races in Mad Dash blend several 
styles - the galloping can quickly switch to 
platforming or you can find yourself sliding 
your way around the inside of a network of 


WORDS: JON ATTAWAY tubes. There are conveniently placed rails to 
& STEVEN BAILEY grind along for increased speed and access 


to pick-ups. 

GAME INFORMATION Certain sections of the game, such as 
stretches of water and assault nets, can only be 
negotiated with vigorous waggling of the right 
thumb stick (tongue rolling is optional). 

This can become laborious; it's fine for a 
short scurry up a cliff face, where it breaks up 
the pace nicely, but extended periods of 
swimming and shimmying test both your 
thumb and patience. 
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There are different routes through each level, 
each open to runners of with particular powers. 


^* See him? That could be you, that could. 


DEMO DASHING 


There's a playable demo of this 
on this month's Game Disc. 


Lovingly burnt onto the Game Disc attached 

to this month's issue is the first level of 
Mad Dash Racing. Our quickest time so far is 
3:09:47 - which we're sure must be some sort of 
world record. Unless, of course, you know better... 


MAD DASH RACING 


MUST OAGH...»> or Smash or Glide. Hey, it's the Guide to the Three Abilities 


SMASH Racing with a 
basher, so let's head for that wall. 


DASHI Dashers, meanwhile, 
can take their own sneaky route. 


^ 


R 


GLIDE! Gliders can take a 


different route through this part. of power-up potential... 


» The levels in Mad Dash are marathons of 
breakneck action, arenas filled with a 

spaghetti junction of detours and devious hazards. 

There's almost always opportunity for short 
cutting, and it's rare that a course won't provide 
multiple pathways for progress. It makes for 
impressively intricate and open-plan tracks that 
encourage and reward exploration. Switches 
activate new routes and trigger traps for the 
hapless folk trailing behind you. 


A quick button press sends the 
fella smashing through the wall... 


This slope is far too steep for the 
other characters to negotiate... 


The float down provides plenty 


..leading you to a sneaky boost 
pad for a quicker route. Nice work. 


„leaving the speedy dashers to 
collect all the goodies at the top. 


because a good landing like 
that leads to boosts aplenty. 


Specific paths can only be accessed by 
certain characters. Each racer has a unique 
ability - Dash, Bash or Glide, although these 
powers can be extended (see Must Dash section 
for details, above) and this idea is, in the most 
part, very well implemented. 

However, there's little subtlety involved, 
because your character belts about at top speed 
with little finesse. It's a consequence of 


having such wide open courses to navigate. D» mM 


HOPE THE MEDALS WERE BIG: THE FIRST EVER OLYMPICS TOOK PLACE IN GREECE, 776 BC. IT LASTED FIVE DAYS, AND THE ATHLETES WERE COMPLETELY NAKED. HURDLES, ANYONE? 


E 
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WELCOME BREAKS 2 Plenty of stuff dotted about, just waiting to be picked up 


3> METEOR CHUNKS: Grabbing ten lets you perform all 
three special moves, no matter who you're playing as. 


>> HEX-A-COLA: These fill your power-up meter which 
drains very quickly. Picking them up is essential. 


3> BOTTLES: Contain a variety of offensive and defensive 
items to aid you in the race. Always get them. 


x» FREEZE: Temporarily freezes opponents. Unfreezing 
involves pressing three buttons, flashed on screen. 


>> SHIELD: Looks rather spiffing, protects you from 
attacks, and increases your speed. A great power-up. 


3> FRUIT BOMBS: Allows you to bombard opponents 
with a variety of deadly fruit. As fruit often is in games... 


N Time it right, and you can plant one in the ear of the dude you're overtaking. ^. When the tunnels get steep, you have to steer as you slide. It's good fun, actually. 


‘A SINGLE STUMBLE 


\ 0 n | TO 0 


PACING 


> A title like Mario Kart Super Circuit on the 

Game Boy Advance has such tight 
gameplay thanks to its simple course design, but 
Mad Dash Racing sprawls too much to allow for 
any neat touches. 

You can accelerate to top speed within 
half a second, and control is looser than Ally 
McBeal's seat belt - as the title suggests, this is 
a slapdash decathlon of wonky abandon. 

It's no bad thing, it just means that the 
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JMB 
LAST PLACE 
| 


THAT RUINS THE 


CAN RELEGATE 


IT'S THIS KIND OF 
COMPETITION” 


game lacks any serious depth. But the real 
problem with Mad Dash Racing is something far 
more heartbreaking. 

Your CPU rivals always seem to be just one 
step away, and they'll always stick together in a 
tight conga line. Despite putting in a consistently 
sterling performance, a single stumble can 
relegate you to last place and, conversely, a poor 
overall run can be compensated for with just a 
few shrewd moves. 


- MAGAZINE 


While this kind of pacing can work 
brilliantly with certain games, it ruins any sense 
of competition here. 

A four minute run becomes nothing more 
than three-and-a-half minutes of enjoyable 
rambling, followed by a futile mess of random, 
scrappy jostling where any straggler can win. 

It makes you feel a bit impotent and 
shrivelled when, despite handing in a near 
perfect race, you're pipped at the post by some 
jammy snotrag. And there's nothing more 
irritating than that. 

You're just as likely to top the podium on 
your first attempt as you are when competing as a 
seasoned pro, which makes the entire experience 
no more than tossing a coin. 

Multiplayer improves matters a little, but 
it's still far too slipshod for the application 
of nasty - or even sensible - tactics. 


» 


MAD DASH RACING 


Le kt Cen i 


POWER 
Expansive, vibrant environments ^ 
| crammed with detail and superbly 


GOOD POINTS 


3 OOOH, THE COLOURS! 
animated characters. CRISP. BRIGHT VISUALS 
f PAESE LOTS OF BONUSES 
STSte AND EXTRA MODES 
As beautiful as it is typical. Forget TO DELVE INTO 
photo-realism - this is Toonvision. 
Big-name soundtrack helps too. BAD POINTS 


is 
4 


FRAME RATE CHUGS 
DURING INTENSE BITS 
SPURIOUS RACES 
TOO FRUSTRATING 


IMMERSION 
| Uncovering new routes and 
travelling the levels is loose, hectic 


^*. Way out in the lead, but that changes - too bloody randomly. fun. i's great, until the finish line 


> To the game's credit, the four player tussles are 
smooth and technically impressive but they can m x ; 
swiftly descend into a baffling mess. reny i ode AMA n San 13 cue: 
Considering the amount of effort that's patchy gameplay. Which ain't many. Just enough Mad, too mn 
clearly gone into Mad Dash Racing it's a pity that Dash and not enough Racing. 
the end product hasn't turned out as good as it — 
could have. It looks gorgeous, it plays fluidly, and OFFICIAL 
every one of the levels are packed with an 
affectionate amount of detail. 
But it's the lottery-like approach to racing 
that throws a spanner into an otherwise 
promising and relatively original set-up. 


LIFESPAN A pretty, accessible game spolit 


AUSTRALIAN XK 
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INSANE IN SPAIN: THIRSTING FOR A MAD DASH OF YOUR OWN? HEAD TO PAMPLONA IN SPAIN, WHERE EVERY YEAR MASOCHISTS RUN DOWN NARROW STREETS AHEAD OF RAMPAGING BULLS. YOU KNOW, FOR A LAUGH. 


E: 


More than just an missed O 
opportunity, it's a real shame. 
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N If you can see an area of the mountain with snow on it, odds are you can board there. Amped's slopes are utterly massive. 


HERE'S A SLIGHTLY ANNOYING 
trend with snowboarding 


'Free' as there's nothing to hold you back. And the Be eec 


‘style’? Nobody's ever done it as superbly as this. Sol qo. Smart ating ones 
come along, but with dodgy 
controls, and fail to convincingly recreate the 


feeling of gliding on snow. Others can't decide 
if they're about the tricks or the racing, and 
end up being neither. 
Amped: Freestyle Snowboarding - the first 
a snowboarding game to concentrate solely on 
freestyle boarding - doesn't make these 
|| mistakes. It's superb. Great graphics back up 


even greater gameplay in an addictive mix with 


no major flaws. Boarders will marvel at its 
authenticity at the same time as the newbies - 
who don't have to know anything about the 
sport whatsoever to sit down, pick up and play 
in five minutes flat. 

In getting the basics right, and then 
piling on the details and extras, Amped has a 
winning formula. At the core of that formula is 


an excellent control system. Controlling the 
boarder is simple, with three grab buttons and a 


ONLY ON WORDS: JON ATTAWAY grind button taking care of all the tricks. Or the 
: right thumb stick can be used, if you prefer - 
| NW I IN Ie Cer h clicking it into the pad results in a jump, and 

| ^9 | | | BÀ . holding it in any direction other than left or right 
» " | results in a grab (six basic grabs in all). 


Using the stick feels a bit strange at first, 
but it allows quicker access to grabs that are 
otherwise performed by a double tap of the 
buttons. Ultimately, it's a more intuitive way 
of nailing the tricks. 

Refreshingly, there's no time limit at 
all; Amped is all about scoring points, 
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AMPED 


l'm SPINNING AROUND >> aet out of my way! 


$ 


One of the mounds on the Altibahn Time to get tricking - grab the end As long the grab is held, you'll spin Still holding it, and starting to feel 
1 course sends you into this huge valley. ofthe board and rack up the points. through the air in the same position. the effects of vertigo. Long way down. 


Time to ditch the first grab and go Just enough time to fit in a cheeky As you land, your shadow helps A top landing! Who's your daddy? 
for another. The points are racking up. tailgrab before readying the landing. you to judge the speed and distance. Who? It's me - I'm the daddy now. 


> and to that end you have as long as you The best feature of Amped is its slopes. 
£ a, t want to pull off the flashiest stunts you Each one is absolutely gorgeous, with loads of 
3 can manage. And since it's fairy easy to do features and details. Microsoft has 


included 11 entire 
mountainsides instead of 
narrow prescribed routes, 
and the effect this has on 
the game is amazing. You 
can choose a new way 
down a hill each time you 
play. Exploration is 
rewarded with the 
discovery of new ramps 


^ Abit of Ice T, or pal Ice Cube, suffices. those flashy stunts (more of that later), more 
effort can be channelled into finding the best 


THE HILLS r 
ARE ALINE points as possible. 


With your own musical sounds, 
thanks to Xbox. 


Musically, Amped is a wide-ranging and other tricking 
beast. A wide variety of music is opportunities, and of course, 
included with the game, ranging from rock some lovely views. The 


and punk to electronica. You can switch off any 
genres you don't like, so there's no need to 


experience on a particular run 
can be completely different to that 


listen to angsty guitar if you don't want to. on another run on the same hill only a 

Even better, you can rip your own tunes couple of turns previously, depending on the 
to the hard drive and listen to them in-game route chosen (see Dope Slopes section, page 
(see more on this in the feature on page 30). 2 "No, honestly, 82). It's so rewarding to explore and experiment 
We tried it with Christmas music - swishing all boarders have with different routes that it's easy to forget about 
through the powder with Jingle Bells in the ones this big. It a level's objective. 
background is an experience not to be missed. won't ever The impeccable design of the game's 

The sound effects are great too; the splinter." slopes is matched by the visuals. Technically, 
cameramen are only too willing to comment as they're magnificent - the draw distance is huge, 
you pass them, and their mocking laughter so there are no annoying instances of scenery 
rubs salt into the wounds when you bail. The popping up to detract from the atmosphere. 
effects also change convincingly to suit the This really enhances the free-form aspects 
situation as your board skitters over ice or of the levels. If you can see a valley way off in 
ploughs through thick powder. the distance, you can make your way to it and 


board on in. Crucially, it also means that the 
photographers, camped next to several ramps 
on each run, can be clearly seen from a 
distance. This is important, since nailing a trick 
in front of one of them earns media 

points. With the snappers visible, it's 2» 


SO IT BEGAN: THE FIRST SNOWBOARD WAS INVENTED BY SHERMAN POPPEN, AFTER SEEING HIS DAUGHTER STANDING ON HER SNOW SLED. IT WAS PUT INTO PRODUCTION AS THE SNURF. IT'S SURE COME A LONG WAY SINCE THEN! 
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AT THE HEART of Amped is its 
Career mode, which starts you off 
as a lowly, unknown snowboarder 
and then sets various challenges to 
overcome. The idea is to get to the 
top of the World Rankings, and 
become the most radical, bitchin' 
snowboarder ever to grace the 
planet. Wannabe pro-boarder 
Brad Hectic gave it a try - here he 
describes the first moments of 
what is sure to become a 


NN 


of my budding career. No problem, 
says l, I'd be stoked. The first thing 
| did was set up my attributes.” 


Brad Hectic: a career 


“Okay, so the Official 
Australian Xbox Magazine 
asked me to keep a diary 


“At first | could only go to 
one mountain, from one of 
two starting places. There's 
quite a bit to do, though. I'm 126 in 
the Rankings at the moment. They 
say boarding is a slacker's sport." 


"| dressed myself in some 
tasty threads. | chose some 
red pants. That's ‘trousers’ 


for all you anti-social sods out 
there. You also mean something 


"| had a bash at my first 
media challenge - I've 
always wanted to get my 
face in the papers. | needed 10,000 
media points by pulling tricks in 


with 


tric 


the s 


"Okay, so | passed the 
challenge, and got a bit of 
press attention. | went up 
a place in the rankings, and getting 
my radical fizzog in the papers 
attracted new sponsors." 


"Asscakes. My sponsor 
wanted to see if I'm the 
real deal. I'm not some 
corporate ho, I'm a boarder. Who 
does this butthole - with a huge 


stellar career. else when you say ‘fanny’. front of cameramen, as it were.” pile of cash for me - think he is?” 
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5 80 REWARDING TO EXPLORE L ENT 
ROU DOWN THE MOUNTAIN TF AN 
EASILY FORGET ABOUT A LEUEL'S OBJECTIVE” 
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possible to strategically consider your line 
and gather the maximum possible media 
points on each run. 

Befitting a game with authentic 
snowboarding imagery, the snow is spot-on. By 
that we mean that the sensation of gliding 
through thick powder is brilliantly conveyed, 
with tiny crystals glistening in the sunlight, just 
as they would in real life. Sometimes, we even 
felt a bit cold as we played Amped. 

The combed pistes, too, are wonderfully 
textured; carving them with big sweeping turns 
is pleasurable in itself. Weather effects are well 
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implemented, with fog actually looking like fog 
(rather than a curtain designed to hide missing 
graphics), and the falling snow looks great 
against the alpine backdrops. And it all goes by 
at breakneck speed too, despite the size and 
detail of the environments. Frankly, it's for this 
kind of game that people will buy an Xbox. 
Almost as spectacular as the pistes they 
negotiate are the boarders themselves. There are 
plenty of small details - the flapping cloth 
hanging from a boarder's belt, the creases on 
their jackets, for instance - that do much 
to add to the overall impression. 


MAGAZINE 


“| showed The Man, man. | 
went out there and cut up 
like Freddy Krueger doing 
collage. Check out my backside. 
There's no way you English guys 
could misunderstand that!" 


"Mo' money, mo' threads. 
It's a simple equation that 
my backer has managed to 
get his head round. When King 
Bradley of Hectic looks the part, he 
damn well plays the part." 


1 


T 


“I'm 117 in the world now. 
Mum would be so proud, 
if she hadn't left to work in 


Santa's grotto when | was only 
seven. I'll never forget when Dad 


told me: | still write her every year.” 


“What better way to chill 
out than smashing up 


snowmen? | found eight 
on the mountain today - | must 
speak to the resort people about 
that kid-proof electric fence...” 


“LAN 
FULL | 
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AMPED E 


> Pro Comience 


FOLLOW AND OUTSCORE THE PRO 


part your trick within the launch circle 
ur misses and you're out. 


È Don't Show Again È Back © Continue 


“Still more sponsors want 
a piece of General 
Bradman Hectzkopf. And 
who can blame them? | am a 
boarder to watch, people. By way 
of celebration, | hit the half-pipe.” 


“Now that Bradlebert 
Hecticerdink is getting a 
name for himself, the pros 
line up for a piece! Today was my 
first real pro challenge. And | nailed 
it like so very many carpenters.” 


jun P - ^( i 
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Each gnarly dude is so smoothly animated that 
watching them spin through the air looks as 
good as it feels pressing the buttons to get them 
up there in the first place. More animations 
when they bail would have been nice, though. 
Where Amped really excels is in its 
tricking. Simple enough to pull off, what's really 
great about the tricks and stunts is the way they 
feel. Launching a boarder into a valley with a 
tweaked spin, watching him rotate through the 
air one, two, three times and executing a perfect 
landing is immensely satisfying. As you make 
your way through the game, improving your 


hun] H 
IE 


"hl 


P 2i 
a 


1 E 


H 


ny 


my 

- 
iL tal ÜR ' 
LI "INI 


pm 


LA 


en pt dan 


boy 
i 


hal 


gt 


pu 


lu leutz, enn 


- 
= - 


Uu — hal 


Has 


Lis. 


pup. 


IND | 
T "n 


ul a 


"No longer am I Bradonio 
Hecteras, jobbing boarder. 
am Brad Hectic, pro 
boarder, Grade 3 clarinet and world 
rankings climber. | love my job, | 
love my life. And | love you guys.” 


NU 


»» OFFICIAL AUSTRALIAN XBOX 
MAGAZINE is sad to report that Brad Hectic 
was killed in a tragic half-pipe incident 
shortly after he submitted this diary. 
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boarder's skills and stats, the stunts become 
even more enjoyable, with points racking up the 
longer a trick is held. Any fan of extreme sports 
games knows how satisfying it is to land a high- 
scoring, spectacular stunt - Amped is littered 
with opportunities to do exactly that. 

But this isn't a game without its faults. 
Your plucky snowboarder can get stuck behind 
scenery a tad too easily when you fall, and 
when it happens it can take longer than you'd 
like to get moving again. Since there's no time 
limit it's not too frustrating, but it does 
interrupt the flow of a run. 


Z7RENIEWS 


WHICH ONE ARE YOU: IN 1999, 3.3 MILLION PEOPLE WENT SNOWBOARDING IN THE USA, COMPARED TO 7.4 MILLION SKIERS. THE “GAYS ON TRAYS/PRICKS ON STICKS” DEBATE (AS THIS REVIEWER'S SKI INSTRUCTOR ONCE PUT IT) RUMBLES ON. 
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DOPE SLOPES>> 


As free as you wanna be 


AMPED DOESN'T have courses - it has 

mountains. In order to make the most 
of them, various start points become 
available as you progress. There's a 
surprising amount of variety on each one. 


THE FIRST start point on Brighton 2 is 
Majestic - it's not too far from the bottom. 


pal 
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Hawkeye is the second start point, a 
bit further up the mountain than Majestic. 


4. 


Switch 


— amd 


Wren Hollow is much higher up, on a 
steep, wooded area of the slope. 


^* Mag staff have never looked so pretty. 


ON THE PISTE WITH MATES 
Multiplayer options are few and far between, sadly, but they do exist. 


Thunder Road starts you off right at the 
very peak of the Brighton 2 mountain run. 


AMPED IS PRIMARILY a single player game, 

but there are some multiplayer modes. 
Sadly, there's no option to simultaneously race 
down the mountain - instead, you each take a 
run in turn and attempt to get the highest score. 
If you're prepared to put up with this limitation, 
there’s plenty of fun to be had. You can set 
variables such as the length of each run (handy if 


Crest Express is another top-of-the- 
mountain starting point, but in the woods. 
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^ There's a perfect marriage of detail and function in the graphics; they're tre 


N Yes, thanks for the tip, didn't realise what to do. Tsk. 


d 


mendous. More games like this, please. 


Run Resurs 


^* The late, lamented Brad Hectic won here. 


you get bored watching others play), and 
whether the score to beat is that over the whole 
run or that of the best trick landed. 

When playing someone of a similar 
standard, the multiplayer mode is a good laugh - 
but it's all a bit stop-start. It's a shame that 
there's no option to connect more than one Xbox, 
as with Halo. Link-up play would be fantastic. 


^* Get your mug in a mag for a hefty points reward. 


AMPED Za 


l^ 721777] 
8 
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You can press the Back button to transport 

the boarder to the middle of the piste, but 
it's a shame that you need to. It feels very artificial 
and is at odds with the rest of the game. 

Also less than perfect are the grinds. 
Compared to the air-based trickery, grinds are 
quite tough to master. It's too easy to jump over 
rails, especially when you need to land on one 
from a ramp. It gets easier with practice, but the 
grinds never feel as satisfyingly instinctive as the 
aerial tricks. The lack of a simultaneous 
multiplayer mode is also a real shame. 

Challenging games are a good thing, but 
it's worth knowing that Amped gets very tricky 
later in the Career mode. Score challenges are 
huge, leaving you to get the maximum from 
every jump to progress. It's tempting to push for 
that extra spin, which inevitably means more 
time on your arse. You can wander off and try 
something else for a while, but reaching the top 
of the career ladder is a big ask. 

Despite the snowboard-snappingly tough 
challenges, chances are you'll keep on playing. 
The lure of unlocking more of the game's 
beautiful vistas is so strong that letting some 
poxy high score task thing stop you from seeing 
them seems wrong. So, very gradually, the 
challenges get crossed off. 

In a word, Amped: Freestyle 
Snowboarding is excellent. Without a time limit 
holding you back, allowing you to do your own 
thing within some truly stunning 
environments, you're left with perhaps 
the best game of its kind ever made. 


[ * 


* 


4 Having complete freedom of movement can have its drawbacks. Like flying face-first into telegraph poles, ladders and platforms. 
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POWER 

Huge mountains with no loading 
pauses - and you can see for 
miles. Only possible on Xbox. 


| STYLE 

| Both boarders and non-believers 
will find much to love in this 
beautiful and authentic world. 


IMMERSION 

Beating scores with ever-better 
| stunts is gripping. Expansive 
| environments mean lots to do. 


LIFESPAN 

Career mode lasts for ages. You'll 
want to go back just to swish 
through the sweet, sweet powder. 


GOOD POINTS 


+ IT ‘FEELS’ GREAT 

* SLOPES EASY ON THE 
EYE AND FINGERS 

* YOU CAN GO WHERE 
YOU WANT, SO IT'S 
ALWAYS DIFFERENT 


BAD POINTS 

* NO SIMULTANEOUS 
MULTIPLAYER OPTION 

- REALLY HARD AT THE 
HIGHEST LEVEL 


SUMMARY 

ing game for ages, if 
not ever. Addictive, impressive 
and deep - extreme sports 
makes a perfect Xbox landing. 
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1 
> FRYING TONIGHT: AMPED IS NAMED IN TRIBUTE TO A FAMOUS SNOWBOARDER, WHO JUMPED ONTO A PYLON. APPARENTLY, 10,000 AMPS (THE UNIT OF ELECTRICAL CURRENT) WENT UP HIS BUM AND TURNED HIS HAIR TO NYLON (UNCONFIRMED AT TIME OF GOING TO PRESS) 
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3»AIR RAID A mad scramble to collect X» ARMORED ANTICS Arena-based tank X»BLAST MAN STANDING Throw bombs »»BLAST OFF Collect fireworks and 
tokens while avoiding explosives. battle akin to the Atari classic Combat. at one another across a huge chasm. return them to sender to score points. 
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ú EI Wa 
8 M v 

HN, d 


RATION Take white orbs to a X»ENERGY BALL Same as Co-operation, X» ERODEO Players erode the ground 
but it's every man for himself. dashing for tokens, leaving holes behind. 


3»CO-OPE 
gate at the same time as your teammate. 


»» JETSTREAM Battle it out for »» KNOCKOUT Bully the competition off »»LASER SNARE Drag your laser trail 3> MISGUIDED MISSILES Guide a remote 
supremacy over the lip of a waterfall. the edge of a circular ice arena. into the path of oncoming opponents. -controlled bomb into the opposition. 


"ni 0 4 26 O 
- IX 
»»PINBALL Push a ball around the table »» POD HOG Gather and maintain X»PROP ROTATION Avoid the massive, X» PYROTECHNICIAN Carry barrels of 
and into the glowing pin. possession of as many pods as you can. spinning blade while collecting tokens. gunpowder back to your station. 


7 7 Wt TB 


* ROLLER RUCKUS Players scamper IÐ ROLLIMENTUM Guide your ball over X» RUBBLE APPLIANCE Cut away the »» RUDE FOOD Use the swatting paddle 
around a racing circuit in hamster balls. the glowing spots to build a score. floor as you move - just don't fall in. to defend your burger from the insects. 


x 
— = — | "34 TYROS 1/3 V3 3$" 20°. OF } eo” ) 60 
5 3 2 3J 7 24 
»» TAILBLAZER Tron-a-like where you DƏ TANK TANGLE Rack up the points by X» TANK TRACKS A tank race, starring D TUBE TREMORS Squish the most bugs 
force other players into your trail. running over them in your tank. guns, bombs and barriers. to become champion exterminator. 
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DÐ BOMBSTRUCK Run around and hurl 
bombs at the competition. 


»> EXTERMINATOR Splat as many bugs 
as possible, and watch the mess. 


3> MONEY POOL More token collecting, 
set around the vortex of a whirlpool. 


3» RHYTHM Keep tapping in time with 
the beats for a perfect score. 


"Nl 


X» SCRATCH MATCH Tapping along with 


on-screen prompts for as long as you can. 


29 TWISTED SYSTEM Sprint up a giant 
drill bit while avoiding the obstacles. 


X»BUMPER RACE Super Off-Road-style 
race around a circuit, in bumper cars. 


X» FALLING STAR Fill your bucket with 
falling glitter and return it to base. 


10 k Combo 


a oe E 
983. E XL 


„isn 2 
X» MYSTERY BEAT Bemani game, where 


l29 
d 


players set the rhythm for the opponents. 


pag A Wk 


X» BURNING FUSE Time it right and light 
the fuse that sets off your fireworks. 


3»»HOCKEY With your hovercraft, shunt a 


puck into one of the goals. 


2» ODD ONE OUT Hold onto the ball for 
the longest possible time. 


dme 


X» CENTRIFUGAL FARCE Amass tokens 
on disintegrating, rotating rings. 


Shhh 


V3 "B. ou. 3 
LT « 
X»JETBOAT SPRINT A straightforward 
hover boat race around a circular circuit. 


X» PAINT PANIC Spray the bugs with your 
paint, to direct them to your base. 


A 45-in-1 party game spectacular - but will you want to buy those extra pads? 


FUZION 
FRENZY 


WORDS: JON ATTAWAY AND STEVEN BAILEY 
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X»SPACE TAILS Collect pods and hold on 


to them, so as to lengthen your tail. 


DÐ VICTIM Player left holding the bomb 
when the time runs out is a goner. 


ONLY ON 
x<BOXx 


bed 


ON THE DISC 


> SPECIAL DELIVERY Courier the 
glowing orbs to a drop-off point. 


»»VOLT VAULT Jump over rotating 
electric fences, and collect the tokens. 


DEVELOPER: BLITZ GAMES 
PUBLISHER: MICROSOFT 
RELEASE DATE: MARCH 14 


PLAYERS: 1-4 
WEBSITE: WWW.XBOX.COM.AU/GAMES/ 
FUZION.ASP 


>> SUMO Knock opponents off a disc of 
ever-decreasing size. 
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>> WATERGATE SCRAMBLE Hovercraft 
through checkpoints in the right order. 


2» 
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^* Rollmentum, one of the better games. 


ULTIPLAYER GAMING is 
brilliant - wiping the smirk 
off a smug friend's ugly face 
is always an entertaining 
way to spend an evening. 
Fuzion Frenzy is the first 
party game for Xbox, with 45 mini-games 
intended to stimulate expletive-filled, laugh-a- 
minute multiplayer sessions. Unfortunately, the 
game only comes good with the expletives. 
Fusion Frenzy isn't all that good for a 
multitude of reasons. With only a few exceptions, 
the mini-games aren't much fun to play. Given 
the amount of them, there's a surprising lack of 
variety in the gameplay. It mainly involves 
racing, very simple token collecting or the 
putting of players on some kind of platform so 
they can knock each other off. 
This lack of variety wouldn't be such 
a problem if the games were well executed, 
but they're not. With the exception of the 
Gladiators-style rolling ball levels, there's no 
subtlety in the control of your character, 
stripping the already overly basic games 
of any replay value. 


N Trailblazer does not blaze a trail for fun. 


The flawed graphics don't help matters. 
The futuristic graphical style is not only 
hackneyed, it's fundamentally 
unsuited to a fun party game. It's 
not just the look of the levels, 
either: the character design is 
unappealing to say the least. Sassy 
ladies compete against streetwise, blue 
haired children, DJs vie against skater chicks - 
such lazy design-by-numbers doesn't do Fuzion 
Frenzy any favours at all. But it's not just the 
lack of imagination that's annoying. The murky 
colour scheme means it's all too easy to lose 
sight of your character in many games, a 
problem made worse by their diminutive size. 
Elsewhere, the Al of the CPU players is a 
bit feeble. For instance, they struggle with the 
escalators in some of the arenas, just standing 
on the spot not doing very much. More 
memorably, during a game of Jetstream, the two 
of us playing took each other out and went over 
the waterfall. The two remaining CPU players 
floated about aimlessly for over a minute, 
making no attempt to compete - 
which was amusing for all the 2» 
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> Ina fitting 
tribute to his 
granny, this 
juvenile 
upstart got 
himself a 
blue rinse. 


FUZION FRENZY Zeiss 


Prop Rotation - an anagram of which is Poop Ratin' Rot, a hard-but-fair summing up of the whole game. 


ON THE DISC 


8 4 FREE 
There is a selection 
of Fuzion Frenzy's 
45 minigames on 
this month's Game 
Disc. There are eight 
in all, including two 
of our favourites, 
Twisted System and 
Sumo. Money Pool 
and Knockout are 
other highlights on 
offer, and are worth 
just one more go. 
Try and beat our 


which currently 
stands at 100. Go 
on, dare you, 
smelly. Ner. 


wrong reasons. And even when the Al is 

working properly, it's very unbalanced, 
with the CPU providing tough competition in 
some of the games and no opposition 
whatsoever in others. 

Still, it's not all bad. A few of the games 
are fairly amusing, and merit a few plays. The 
girder-ducking action in Twisted System is 
extremely simple and good fun - when the action 
gets ridiculously fast, it's hard not to laugh and 
put yourself out of the game. And as mentioned 
already, the games with spherical metal cages are 
okay, tending to be enjoyable, tightly contested 
affairs. But even these - the best on offer - don't 
stand up to repeated play, and they certainly 
don't constitute $99 worth of entertainment. 

There are some nice touches in many of 
the backgrounds, which succeed despite the 
generally unimaginative nature of the game's 
design. There are some nifty graphical effects to 
be seen too, such as the fireworks, and the 
whirlpool effect in Money Pool. Gameplay-wise, 
the ability to gamble hard won points in a 
bonus round during tournament play is a good 
idea, albeit one thwarted by the rather crap 
nature of the bonus round itself. 

Leaving aside these few pleasing 
diversions, the game is disappointing. Good 
multiplayer games inspire heated competition - 
but tellingly, when we were playing, no one 
cared who won. Insipid graphics, over-simple 
concepts and unengaging controls all 
conspire to spoil any fun that Fuzion 
Frenzy might otherwise have possessed. 


JX THE NERDICT 


POLUER 

The playing field often becomes a 
distant mess. Nice, if pointless, 
graphical touches throughout. 


IMMERSION 

Only a minority of the games 
capture the attention for any 
length of time. 


EXT UE 

Cut 'n' paste cyberpunk - steamy, 
grimy and edgy. Okay, unless you 
think browny-green is nice. 


| LIFESPAN 
Too simple, too repetitive and too 
little. A few mini-games provide, at 
best, limited entertainment. 
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SUMMARY 

More party pooper than party 
popper. Halo is a reason to 
invest in four controllers; 
Fuzion Frenzy isn't. 


"= UNINSPIRED VISUALS. 


GOOD POINTS 


* ‘TWISTED SYSTEM’ AND 
'SUMO' ARE OKAY. 

* THE 'ROLLER BALL' 
GAMES ARE ALRIGHT, 
TOO, FOR A WHILE. 


BAD POINTS 
» NOT WORTH THE $s. 


- IRRITATING, SHOUTY 
ANNOUNCER! 


BIG BANG: NUCLEAR FUSION IS AN ATOMIC REACTION IN WHICH MANY NUCLEI COMBINE TOGETHER TO MAKE A LARGER ONE. BUT THEN YOU KNEW THAT. 


E: 
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next issue 
in-dept 
Ultra- 


n: Jet Set Radio Future relieves all that tension through the swish of the aerosol spray. 


Fight the future in Sega's revamped hip-hop rollerblading smash. 


OKYO 2024: an evil 

corporation, the Rokkaku 

Group, has taken over the city. 

Having bought out the 

government and the cops, 

they're tying to turn the Tokyo 
of tomorrow into squaresville. The hip and 
happening youth culture of the day isn't having 
a bar of it, but they're too busy waging petty 
gang wars to fight the biggest threat to their 
freedom. As a member of a funky gang called 
the G.G.'s, your mission is to unite the gangs 
and end Rokkaku's evil reign. 

How is this achieved? By dashing around 
on rocket-powered rollerblades and tagging 
everything that isn't tied down. Sega are quick 
to note in a warning screen that spraying 
graffiti in real life is illegal, but in the 
metaphorical game world of Jet Set Radio 
Future, it's reclaiming the soul of the streets. 

WORDS: JAMES COTTEE Each new level is a vast urban environment, 
and the territory of a rival gang. First you must 
cover all their tags with your own artistic 
vision, then challenge them to feats of skating 

GAME INFORMATION skill. You can grind anywhere, and on 
anything: rails, traffic lights, power lines, 
the sky's the limit! 

Every new street punk is an example of 
incredible character design, fusing the crazy 
Japanese street fashions of today with a 
futuristic edge. The music's great too, with 
authentic Japanese breakbeats that mix movie 
samples, electro vibes and their own 
unique brand of quirky madness. D» 
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JET SET RADIO FUTURE 


> Thanks to the wonder of cel-shading, the 
visuals are awesome. Instead of striving 
pointlessly for photo-realism, cel-shading is a 
rendering technique that creates 3D objects and 
environments that look like a Japanese cartoon 
show. The benefits are numerous: the graphics 
are cleaner and easier to interpret, the characters 
in the game are more sympathetic, and the theme 
of the game as a whole resembles a work of 
graffiti art. It's like a gansta mural come to life! 
Still screenshots cannot do this effect 
justice; to truly appreciate Jet Set Radio Future 
you have to see it in motion. Sudden changes in 
direction see comic book style speed lines 


4 Impress your mates by spray painting on the fly, in mid-grind or mid-air. 


^* On-coming traffic is an occupational hazard for these heroes. 


B ~ E 


choosing the right rebel for the job. A grand total 
of 24 can be unlocked; that's more than in most 
fighting games. All are available for the single 
player game, as well as five multiplayer challenge 
modes. These include conventional team battle 
modes, like racing and captures the flag and more 
unusual ones like spraying your mates from head 
to toe. The Jet Set Radio Future game engine gives 
a whole news feel to these staid gaming concepts, 
with wild jumping and grinding at the fore. 
Despite all of the complexity that's gone into 
the animations, character designs, and all the little 
details that make up a big city, the controls are 
quite easy to come to terms with. Even a gaming 


appear for emphasis. Screeching to a halt kicks 
up a cartoon of dust around your punk's skates. 
The light from the sun creates distinct shadows 
from everything and everyone. And the dancing 
- every move of your graffiti commando looks 
like it's part of an elaborate breakdancing 
routine. Take your hands off the controls, and 
they'll start dancing to the beat, while the 
soulless squares of Tokyo mull all around. 

Each character has their own groove, and 
once in your gang they can be selected at any 
save point. They all differ in their strengths and 
weaknesses, and part of the challenge is 


novice will be able to pick up a controller and get 
skating in seconds. Fans of complex games like 
Tony Hawk will note that the variety of moves isn't 
that great. But the challenge in completing each 
level comes not from mere technical proficiency, 
but in exploring the cityscapes for nooks, crannies, 
and new things to smash, spray and grind on. 
There is nothing else on Xbox that looks, 
sounds or plays like Jet Set Radio Future. For 
gamers who would like to fight the power, 
reclaim the streets, and get hip to the 
beat, there's no better choice than to e 
join the Jet Set. 


Watch the crowds divide and scatter as you rocket straight into them! 


7. THE NERDIC T 


POWER 


Vast environments, surging 
crowds, with you charging right 
through them. On rocket skates! 


IMMERSION 


Music, animation and control all 
merge to make you at one the 


soul of the street. 


STYLE 


Full marks. No game has come 
closer to recreating the street 


punk ideology. 


LIFESPAN 


Challenging campaign, solid 
multiplayer, and 24 freaky 


characters to unlock. 
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GOOD POINTS 


* VISUALLY STUNNING 
* PLAYS AMAZINGLY 
SMOOTHLY 


BAD POINTS 


TRICKY CHALLENGES 
NOT A SIMULATION 


Sega have done it again. Jet Set 
Radio Future gives you the 
gaming of the future - today. 


[3 JET SET FIRST AID: SINCE MOST PEOPLE USE THEIR HANDS TO BREAK THEIR FALL, BROKEN WRISTS ARE THE MOST COMMON INJURIES TO OCCUR AS A RESULT OF ROLLERBLADING. 
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Toxic avengers Munch and Abe fight the corporate powers in a living, 
breathing, farting Oddworld. It's time to join the green party in... 


DDR. 


#3 / 


H'S QDDUSEE 


WORDS: STEVEN BAILEY 


HE ODDWORLD SERIES is a late 
bloomer in the world of 
gaming. While 3D has become 
the industry standard for putting 
a fresh new spin on a gaming 
franchise over the past few years, it's only now 
a RELEASE DATE: MARCH 14 that the Oddworld series is putting in a fully- 
PLAYERS: 1 fleshed appearance on Xbox. The previous two 
PlayStation instalments took place in an old 
WEBSITE: WWW.ODDWORLD.COM skool, side-scrolling 2D world, and saw Abe, a 
Mudokon hippy with sewn-up lips, escape from 
a slave labour processing plant in time to save 
his own life, and those of his fellow workers 
before they became the latest tinned delicacy. 
In Oddworld: Munch's Oddysee, Abe 
shares the limelight with new co-star Munch, 
a squat, one-legged, lily-livered amphibian, 
whose race has been farmed to extinction. 
Can the unlikely heroes work together and 
use their environmentally friendly teamwork 
to foil the evil corporate overlords ruining 
the Oddworld? More importantly, can 
the pair work together at all? 


DEVELOPER: ODDWORLD INHABITANTS 
PUBLISHER: MICROSOFT GAMES 
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^^. With friends in tow, Abe has enough manpower to operate this totem. Stay away from pylons, kids. 


^» Beware a dark cave or tunnel with a flaming logo above its entrance. 


Oddworld is quite a nice place to visit, but 

you wouldn't want to live there. It's a 
scenic land, made of natural curves, lush foliage 
and shimmering lakes. Clouds drift overhead and 
cast impressive shadows over the playing field. 

It looks organic - touched by the hand of 
nature rather than that of a developer - and 
would make for tranquil postcard material if not 
for the expanse of Glukkon industrialisation 
spoiling the land. 

Paired by fate, Abe and Munch are the 
unlikeliest of tag teams, faced with rescuing their 


kin from the evil clutches of the Glukkons and 
Vykkers. They'll need to use teamwork - each 
has different abilities that can be used to help 
overcome the enemies and obstacles they face. 
They'll have to recruit the locals to form 
makeshift mobs in order to storm some of the 
enemy outposts. They'll have to fart and burp. 

Well, farting and burping aren't essential, 
but they are encouraged, and good for breaking 
the ice. They're parts of the Gamespeak system 
used in the Oddworld series, and put an 
entertaining spin on the idea of 
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ODDWORLD: MUNCHS QDDSSEE 


THERE ARE certain tasks common 
to each level of Munch's Oddysee. 
Progress can be monitored on 
conveniently located scoreboards 
that keep a tally of how many good 
guys have been rescued (with the 
bird portals) and how many bad 
guys have been ‘retired’ into a 
recycling blender. 


MANAGERS 

Any encounter with a 

member of the pond scum 

Glukkon management gives 
Abe the chance to possess the 
executive and force him to donate 
his entire fortune to the Lulu Fund. 
When enough cash has filled the 
coffers of the Fund, it'll result in 
Lulu, the most inept Glukkon in 
Oddworld history, being placed in a 
position of power where his 
gibbering stupidity will mean very 
bad things for the corporation. Abe 


SCOREBOARD 


SCRUBS 
wa Exploited workers who can 
be found scrubbing the 
factory floors. You can tell 
them apart from other Mudokons 
thanks to the humbug-style caps 
they wear. Very tricky to rescue, as 
they're usually surrounded by 
guards and stacks of explosives. Abe 
can carry them around, and then 
employ them to attack or operate 
levers for him. Best not let too many 
of them snuff it, or your Quarma 
rating will suffer as a result. 


SECURITY 

The Glukkons' security 

force is composed mostly of 

Sligs, dim and cruel grunts 
whose vocabulary is limited to bum 
and fart jibes. It's best for Abe to 
possess one, and turn him on his 
colleagues in a satisfying killing 
spree. There are also Big Bro Sligs in 


usually finds a Manager at the end some of the more secure areas; 
of a stage; taking control of them is massive armoured GM Sligs that 
just an entertaining formality. pack moon-worrying firepower. 
Manage to hijack yourself one of 
these and you can mow down the 
FUZZLES rest of the troops like a hippo 
Cute name, but Fuzzles are treading on kittens. 
= vicious pom-poms with 
teeth. It's up to Munch to 
rescue them before the butchering EGGS 
Vykker researchers can slice them Rescuing the eggs of unborn 
open for science. Far easier to save Mudokon workers and Fuzzles takes 
than Scrubs, Fuzzle cages are place towards the very end of the 
usually found clumped together. game. They have to be handled with 
| D Munch can set them on to enemies: care, or you'll have an omelette on 
| in large numbers they're dangerous. your hands. 


MARGIN ~ | 
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to make your very own > Munch, » communication and issuing 
Oddworld website at looking like commands to those around you. 


www.microsoft.com/ half a set of Providing you can stomach the high- 
Games/oddworld/ bagpipes pitched psychobabble of, say, The 

. THE FIRST QUARTER stuffed Muppets, the sound in Munch's Oddysee is 
Munch's Oddysee is the into a highly entertaining, and contributes hugely to 
first of four Oddworld googly-eyed the other-worldly atmosphere. Abe and 
titles exclusive to Xbox. turnip. Munch sound a bit like the Budweiser 
Developer Oddworld frogs, which is a good indication of how 
Inhabitants has an annoying their comedy, croaky voices 
Oddworld may become over time. 
in mind - Abe's Visually, Munch's Oddysee is nearly 
Oddysee on PSone was flawless. Animation and character design are 
the first, Munch's incredible: the amount of effort injected into 
Oddysee is the second. the style of the game is clear after a few 


> minutes of play. It helps to drag you in 
and make you care whether Abe makes 
it through a danger zone without tumbling arse- 
first onto a landmine. You'll wince when Munch 
is launched across the level by a cannon, 
before crashing to ground with a yelp and a 
thump (or, maybe, you'll enjoy it. Sicko). 
Though Oddworld is visibly lovely, it's not 
without blemish. There's a constant blue fog 
è lurking in the background (no, it's not the sky), 
and it looks like a draw distance cop out. When 
you're checking out the view from a mountain 


Keeping tabs on lives (good) saved and lives (bad) extinguished 
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peak, it's the oddest thing you'll see in the game. 
When you're focused on the task at hand, 
however, it's irrelevant and doesn't hamper the 
gameplay in any way. 

The change to three dimensions with 
Munch's Oddysee is an important one for the 
series. Typical 3D hallmarks are present - the 
levels are fatter, the jumps trickier and the trees 
leafier - but the game is far more accessible than 
its PlayStation parents. As a 3D world, Oddworld 
is excellent; it looks, feels and plays solid. 

Most levels sport a mixture of natural 
barriers, industrial plants and Slig bases, which 
makes for an interesting strategic mix. Odds are 
you'll have to overcome a combination of all 
three, using a recipe of your own making - 
you're rarely required to approach a problem 
With a cast iron committment. 

A typical highlight is the storming of a Slig 
garrison with a mini-army of Mudokon soldiers, 
giving the orders to attack and watching as the 
whole mad riot unfolds in a mess of laser fire 
and frantic head slapping. Or you could take 
possession of a snoozing guard and wreak havoc 
from the inside. Or you could just be a cheeky 
chancer and sprint through with fingers 
crossed. Thankfully, a majority of the 


SLOW PROGRESS: SLUGS TRAVEL AT 0.007 MILES PER HOUR, AND CAN STRETCH OUT TO 11 TIMES THEIR NORMAL LENGTH. 
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WALKTHRU 


The Mudokon Fortress 


AN EARLY stage of the game involves 

The Mudokon Fortress, a mountaintop 
garrison home to the Tomahawker warriors. 
Abe and Munch need to recruit them in 
order to help attack a nearby Slig base. 


> First help the Tomahawkers - one of the 
fortress doors is sticking and won't close. 


x» If enough Mudokons chant in the right 
place, the door will soon fall shut. 


»» With new friends in tow, Abe has a large 
enough workforce to raise the water levels. 


Munch can now paddle his way to a 
lever that opens the doors for Abe and co. 


3» Success! Abe's in, Sligs are out, Fuzzles 
rescued. Now, deeper into Glukkon territory. 


^. Civilian Mudokons can be upgraded to warriors and mudarchers. The process may sting a little. 


^. After the local drinking hole called last orders, it was all back to Abe's for a smoke and ping pong. 


“YOU CARE WHETHER RB 
THROUGH A DANGER 


D levels feel like open plan playgrounds 

rather than places in which to grind out A- 
to-B legwork. However, a slight feeling of 
repetition creeps in during some of the tasks - 
the actual logic behind some of the puzzles is 
fairly easy to crack. At times, it feels like 
punching an elephant to death; you've 
discovered what to do, you know how to do it 
but it's a slog rather than an adventure. 

The major flaw in the game involves the 
difficulty curve, or rather, the complete absence 
of one. It borders on frustrating during some of 
the tougher sections, but such concerns vanish 
thanks to the inclusion of a quicksave function, 
allowing a save at any point during play. It's a 
common aspect of PC gaming, and much spleen 
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has been vented by gamers over the inclusion of 
such a feature in any title. 

In this game, using the quicksave is like 
playing poker with Monopoly money - if you do 
it all the time, it'll remove a lot of the tension, 
sense of achievement and longevity. It's a bit of a 
wimp-out on the part of the developer. A series 
of staggered checkpoints would have been a lot 
more sensible. 

The control method isn't perfect, but it is 
very slick, especially considering the pace of 
gameplay (impressively fast at times, particularly 
during the mad, dash sections). It could have 
been far worse, and the only frustration occurs 
during some spiral platform sections. 

The ‘intelligent’ auto-camera works 2» 


CIDJDLUORL D: MUNCHS QDDSSEE 


THE MUNCH EILINC H2 a spotters guide to the bizarre fauna of Oddworld 


mEEP 
Fluffy, sheep-like creature 
1 with one eye. Completely 
harmless little things. 
WILL IT CHASE ME? Nope, quite 
the opposite. Will have to be 
herded in order to gain the trust of 
disillusioned Mudokon farmers. 


SLOG 

Vicious, hairless knee-high | 

nipper. Half teeth and half 

attitude, it's the Oddworld 
equivalent of a Yorkshire Terrier. 
WILL IT CHASE ME? Yes. Not that 
dangerous, more a hindrance than 
threat. Found during early stages, 
as part of Glukkon security forces. 


PARAMITE 
Small, creepy, beetle-like 
crawly that scuttles about 
at insane speed. | 
WILL IT CHASE ME? Definitely. An 
Espresso power-up is needed to 
outrun these high-octane critters. 


SCRAB 
A cross between a crab 
and a horse. Possible 
Starship Troopers extra. 
WILL IT CHASE ME? Yes. Found 
grazing in herds, will chase after 
anything vaguely edible. Not fast, 
but deadly given time to attack. 


QUARMA 


4 Only 19 Scrubs missing - not bad going. 
QUARMA 


Befitting Abe's hippy outlook, a 
balance has to be sought, man 


ABE AND MUNCH'S success rescuing 

Scrubs and Fuzzles is measured by the 
Quarma meter, which records the current 
number of rescued souls against the maximum 
possible. Your Quarma rating shows your 
current level of saintliness - decent, upstanding 
individuals are rewarded with a yellow rating, 
complete with sparkly halo. Go all wicked and 
lazy, leaving certain Scrubs behind or flinging 
them into minefields for cheap giggles, and 
your rating will slide into a devilish red crown. 
A good Quarma quotient is essential to see 
certain elements of the game's final stages. 


» well for the most part; during some of the 
more crucial jumping sequences, 
however, it can develop a mind of its own and 
scupper a polygon-perfect jump that you were 
going to tell the grandkids about. Overall, 
though, this doesn't happen often enough to 
make you leave teeth marks on the upholstery. 

Co-operation in Munch's Oddysee is 
essential, and every level requires the separate 
use of both Abe and Munch's unique powers. It 
does feel more like a marriage of convenience, 
however, than genuine combined teamwork. Abe 
and Munch interact very little outside of some 
simultaneous switch/lever work. They just take 
turns opening doors for one another. Polite - yes; 
innovative - no. It's not flawed in any way, it 
seems underused. 

There's no two-player mode either; any 
game relying on teamwork is just begging for 
such a feature. With the multiplayer capabilities 
of Xbox, this is a missed opportunity. 

Munch's Oddysee is a fairly ambitious title 
that succeeds in bringing the Oddworld to life. It 
wavers between moments of air-punching 
brilliance and a string of undemanding logic 
puzzles that can border on the repetitive. 
Overflowing with beautiful character design, 
personality and atmospherics, it'll enchant as 
many gamers as it'll turn off those who dismiss it 
as annoying, sub-Teletubby fluff for kidults. 

Accessible, enjoyable and, while it doesn't 
scale the heavenly heights of Halo, this is 
as sturdy and entertaining a launch game 
as anyone could hope for. 


POWER 

A gorgeous gameworld shrouded 
in spooky blue mist. Sounds great, 
if you can stomach the wackiness. 


STISLE 

The game's greatest strength. 
Brimming with character, it's an 
outlandish, peculiar Oddworld. 


| IMMERSION 
When it clicks, it's an atmospheric 
and captivating experience. But 
there aren't enough clicking times. 


LIFESPAN 


Levels unfold just the right amount, 


and there are a fair number of 
them. Little replay value, though. 


FICIAL AUSTRALIAN XBOX MAGAZINE SCORE 


GOOD POINTS 


* EXCELLENT CUT 
SCENES: THINK PIXAR 
MORE THAN DISNEY 

* FLUID CONTROL 

* PLENTY OF COMEDY 


BAD POINTS 


ON THE TEDIOUS 
- NOT TWO-PLAYER 


A well-developed game that's 
fun to play and great to look at, 
spoiled by the occasional 
twinge of repetition. 


[3 HOMER'S ODYSSEY... ..|5 BOTH AN EPIC POEM WRITTEN CIRCA 800 BC BY HOMER, A GREEK, OR THE EPISODE OF THE SIMPSONS WHERE HOMER, A SIMPSON, CAMPAIGNS FOR NUCLEAR SAFETY AFTER LOSING HIS JOB AT THE POWER PLANT. 
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THE EXCLUSIVE Xbox Game Disc included 
with this issue is packed. As well as 
FOUR playable demos and movie trailers 
of forthcoming Xbox releases, we've also 
got exclusive interviews with two of the 
brains behind Xbox. 

Every month, we're going to set 
challenges for each of our playable 
demos. With the results you send us, 
we'll then compile regularly updated 
leagues of the best players in the country. 

Each month, we'll print a coupon for 
you to fill in your Demo Challenge scores. 
It's over there, right in the bottom right 
hand corner. If you don’t want to cut up 
your magazine, just write your scores on 
a piece of paper. Please include your 
name, address and a contact telephone 
number. Send your scores to: 

Play:More Demo Challenges, Official 
Australian Xbox Magazine, PO Box 1037, 
Bondi Junction, NSW 1355. 


IT'S EASY to navigate your way around 
our exclusive Xbox Game Disc. Simply 
use the directional pad or left thumb 
stick to highlight an option, then press 
the A button to select it. Pressing the B 
button will take you back to the 
previous menu, and the White 

button will zoom in closer. 


A The Xbox controller and all its 
little coloured buttons. Get to know 
it well - you must trust it like your 
best friend. But it won't borrow 
your games and return them with 
marmalade on the box like real 
mates do, the swines. 


Best 
29.385 
Current 
a2 


Master every turn and slide in this amazing demo! 
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GET A TASTER of this month's cover game by trying out the 
opening chapter of the epic Kudos Challenge mode. Earn Kudos 
points by beating targets you set for yourself, and by driving 
with flair as well as flat-out speed (for more info on how Kudos 
points are awarded, look at the review starting on page 058). 
Four challenges are included in the demo. The Hot Lap 
stage gives you three laps to beat a time target, the Style 
Challenge gets you to rack up Kudos points while avoiding 
traffic cones, Street Race is a straight race to the finish against 
five other drivers, and the One On One stage is three laps 
against a Mazda RX-8. Beat it and you get to drive it. 
The demo will reset itself (and your scores) if left alone for 90 
seconds, so you'll need the full game if you want to get 
properly stuck into the Kudos Challenge mode. You can quit the 
demo by pressing the X button while on the title screen. 


PICK ANY car in the Project Gotham Racing 
demo, and see how many Kudos points 


you can rack up in a single go! 


CHALLENGE 
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MAD DASH RACING 


N Get three friends round to play this multiplayer demo. 


e DIRECTIONAL PAD STEER 
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Q YBUTTON  USEPOWERUP 
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WHITE BUTTON CENTRE CAMERA 
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COMBINING TWO classic game types - racing and platforming - 
into one, Mad Dash Racing (reviewed on page 100) is a 
cartoony alternative to the real world racing of Project Gotham. 
Our demo is for 1-4 players, and features the game's very first 
time trial race. While running and jumping around, remember 
that you can smack the other characters out of your way and 
collect the glowing green power-ups. When you have 10 of 
them, you'll be able to do all three main skills - dashing, 
bashing and gliding - regardless of who you're racing as. 


JUST FOR FUN 

Every time you hit another character either with a power-up or 
a regular attack you get a point. See how many you can rack 
up in a single race. Press the White button at any time to see 
how many you've got. Beat 20 and you're a right genius. 


CHOOSE ANY character, race to the end of 
the stage, taking any route you want. Then 


send us your best time. We want to know. 


CHALLENGE 


NHL HITZ 20-01 


o DIRECTIONAL PAD Nor USED 
Q ABUTTON PASS/SELECT PLAYER 
B BUTTON GUARD PUCK/BODY CHECK 
8 X BUTTON SHOT/STICK CHECK 
Q BUTTON SPIN 
J TRIGGER TURBO 
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AS IF ICE HOCKEY wasn't fast and violent enough already, 
Midway's NHL Hitz 20-02 (to be reviewed next issue) makes it 
even more extreme. There are only four players on each team, 
and practically all the real rules are ignored. All you need to 
worry about is getting the puck in the back of your opponents' 
goal. Do it three times in a row and your players become ‘on 
fire’, giving them infinite turbo power. Our demo lets you and 
up to three mates play a three minute period as any team. 


JUST FOR FUN 

See how many players you can smash through the glass 
surrounding the rink. Aim for five or more during a game. 
On the loading screen (with the three 'M' logos in the corner) 
press X three times, Y three times, then Left on the pad. Now 
when you play your team will all have huge heads. Ha ha! 


PLAY AS ANY team against the Chicago 
Blackhawks. Play on Pro difficulty for a 


period. How many times can you score? 


CHALLENGE 
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GAME DISC // DEMOS, MOVIES AND MORE 


MOVIES ON THE DISC 


Trailers for upcoming Xbox releases 


FUZION FRENZY “% 


- T. AMPED 

Free-roaming snowboarding. 

* CEL DAMAGE 

4 Vehicle-based cartoon ultra-violence. 

DARK SUMMIT 
Intro to the boarding adventure. 
DAVE MIRRA FREESTYLE BMX 2 
Trailer of the BMX legend's game. 
DEAD OR ALIVE 3 
A quick peek at the amazing fighter. 
MADDEN NFL 2002 
EA Sports' classic US football series. 
NEW LEGENDS 
Futuristic martial arts extravaganza. 
PROJECT GOTHAM RACING 
Play the demo, then watch this. 
SHREK 
Unusual, and very green, adventure. 
THE THING 
Worlcin-progress footage. 


EXTRA FEATURES 


INVENTING XBOX 

Seamus Blackley on how the finest 
console in the world came about. 
DESIGNING XBOX 

Horace Luke and Jeff Henshaw on 
how they created the look and feel 


Multiplayer madness at its most basic. A good laugh. of the console. 
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© A BUTTON VARIES WITH GAME for you to look at. | am the greatest! 

B BUTTON VARIES WITH GAME í 3 

X BUTTON NOT USED i Most goals scored against Chicago: 
Q Y BUTTON NOT USED 
4 L TRIGGER NOT USED | MAD DASH RACING 
(RS R TRIGGER NOT USED Best race time: 
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A PARTY GAME for one to four players, our demo version of 
Fuzion Frenzy (reviewed on page 110) has eight of the 45 mini- 


games available in the full game. Play them one at a time or in i NAME 

a point scoring tournament. They're all dead simple to play - 

you'll be shown rules before each game starts up. | —Y——— 
JUST FOR FUN ADDRESS 

TWISTED SYSTEM: Using two controllers - one in each hand - H 


keep two characters going for as long as possible. When one is 
knocked out, keep using just the one hand to keep the other 
character going. See if you can beat our high score of 241. 

SUMO: Set the CPU difficulty to Hard and knock all three | 
players out before the third ring falls. 

EXTERMINATOR: Set the CPU difficulty to Medium and go for 

our score of 435. Tip - go for the medium sized flies. 


PLAY MONEY POOL on your own against 


three CPU players on Medium difficulty. 
Tell us how many points you can score. 


CHALLENGE 


> HOCKEY EXTRAS: IF YOU WANT SOME MORE SECRET MODES FOR NHL HITZ 20-02, KEEP AN EYE ON THE CROWD. A FEW OF THEM HOLD UP CARDS SHOWING SYMBOLS AND DIRECTIONS TO ENTER AT THE LOADING SCREEN 
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SEE THE FUTURE! 


Game movies of Halo, Rallisport 
Challenge, Jet Set Radio Future, 
Malice and more! Plus an exclusive 
interview with Xbox chief Allard. 


REVIEWED! 


JET SET RADIO FUTURE - 


Wreckless 
Tony Hawk's Pro Skater 3 
PLUS: comprehensive ^ 


Xbox Australian MA = 
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NEXT MONTH 


ON THE GAME DISC 


WRECKLESS 

Burn up Hong Kong in the most explosive driving game ever made. 
AMPED: FREESTYLE SNOWBOARDING 

A new peak for high altitude action, this'll leave you breathless. 
DAVE MIRRA FREESTYLE BMX 2 

World's best gets on his bike and flies. Ultimate two wheeled trickery. 
BLOODWAKE 

Smoke on the water - powerboat carnage with huge guns. 
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AUSTRALIAN =U TECHNOLOGY TODAY 


FU UUU! 
. GOES PIXEL CRAZY 
A MiniDV camcorder 


that lets you have it 


E Australia's first 
‘| 60-incher! 


— 


— 


H — Live from Las Vegas: 135 definitive guide t 
Mass . 


N 3 2 


DERWENT ©) HOWARD 


HOW TO... FIT IN-CAR AUDIO ° NÉE THEATRE · "m N^ i wm 


TOMORROW'S TECHNOLOGY TODAY 


xc He Hc Ac TIEWORLUS BEST GEAR REVIEWED & RATED EVERY MONTH 


1-3 IMPROVED 
TECHNOFILE 
SECTION 


` > NEW ‘HOW 


Viva Las Vegas: 
The hottest tech 
from the CES 


Plasma Mania: 
Australia’s first 
60-inch screen 


Pixel Perfect: 
Nikon's 5 mega- 
pixel digicam 


ON SALE 


FAKE NEVER 
|» LOOKED 
50 REAL. 


Fantasy has a new reality in Dead or Alive 3, the next instalment in gaming's most popular "beat'em up" series. Experience 
multi-tiered fighting environments, a kinetic “tag-battle” feature and some female opponents that'll knock you for dead. 


DEAD OR ALIVE Z 


e ON 


Em Tecmo e -xbox.com.au 


Dead or Alive 3™, DOA2: Hardcore™ and Dead or Alive”, Tecmo LTD. 1996, 1997, 1998, 1999, 2000, 2001. Tecmo’ is a registered trademark of Tecmo LTD. © & (P) ©2002 Microsoft Corporation. All rights reserved. Microsoft, 
XBOX, and the XBOX logo are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries and are used under license from Microsoft. McCANN XBOX32/DOA3/D 


